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Army Building 


Well, I recently decided that I needed to build a proper Warlord army. I’ve played the 
game a few times using the custom-build rules at the back of the Warlord rulebook and 
found that you can really stack the deck against a standard army list force so I’m tak- 
ing the plunge and will be deciding on a “for real” army to build, paint and play. 


Basics, the minimum stuff you’|l need... 


Before I can actually choose the figures I want I thought that it would be good to 
quickly cover what you’ll need to play the game. There are two absolute minimum 
requirements, the Warlord rulebook and the Rage Chronicles 2007 update. The core 
rulebook will set you back about $25 (retail) and it contains, as you’d expect, the rules 
of the game. It’s a very nice hardback book with lots of color pictures of figures 
painted by Reaper’s staff of professional 
painters. The Rage Chronicles 2007 up- 
date contains rules errata and full army 
lists for all of the factions in the game. It 
invalidates the army lists in the faction 
books but does give you all of them in jm 
one place. It’s available as a free 
download from Reaper, which is a nice 
touch. The faction books still have some 
usefulness if you want to read the detailed 
fluff of each faction, but you can also get 
a primer of each of them in the Warlord 
section of the Reaper website. So, total 
investment so far is about $25 but I’ve 
found the rulebook a bit cheaper on-line. 


The armies... 


Clay, my main opponent and co-editor of FR, has been building up a Crusader army 
for some time now so they are definitely off my list of potential armies to build. In 
previous fantasy games that are similar in scale to Warlord (mainly Chronopia and 
Confrontation, but could also include Hordes) I’ve played barbarians (Sons of Kronos 
in Chronopia, Keltos in Confrontation and Circle Orboros in Hordes), dwarves (one of 


my favored armies in Chronopia and dabbled with them a tiny bit in Confrontation), 
and chaos/undead (Devout in Chronopia and Living Dead in Confrontation) so I 
wanted to see what would be familiar to me and at the same time maybe explore some- 
thing different that would require me to play and paint differently. 


I decided right away that I wasn’t going to play “good guys”, not because I’m not one 
of them myself but because Clay already has the Crusaders and even though we could 
throw down with them against elves or dwarves I just wanted to go in a different direc- 
tion. Not that I wasn’t tempted though. The dwarf sculpts are gorgeous and very 
nearly drew me in (and they still might if I build another army) and the elves are get- 
ting a dragon (or at least that’s what I read on the Reaper forums). 


In Warlord the different armies have an “Affiliation” which is like your character’s 
alignment in D&D. The Crusaders, Dwarves and Elves are “good” and since I’m not 
doing any of those three that leaves me with “evil” and “neutral”, and mercenaries too 
that are just in the fight for the loot. 


It’s not like I don’t have a history with the bad guys and in Warlord they consist of the 
Darkspawn (dark elves and demons, with a sub-faction of evil gnomes that are tempt- 
ing me but not a lot of that particular line of miniatures is out yet), Necropolis 
(vampires, skeletons, wraiths...your stereotypical undead army, and there’s also an 
undead pirate list called Razig’s Revenge available), and then there’s the Overlords 
(evil humans with thieves, assassins and slaves). Out of those three the Darkspawn 
and Necropolis both got my attention, especially the Darkspawn with the recent release 
of Rauthuros, below, a massive demon, but in the end I decided against them as I have 
played with lots of undead in Chronopia and Confrontation. I can see migrating back 
towards the Darkspawn if for no other reason to field Rauthuros, but the other models 
in that army look like they’d be very fun to paint. 


That left me with the “neutral” armies and some very hard decisions to make as all 
three of the armies with this affiliation really appealed to me. The Neskofar are un- 
dead, that’s for sure, but they have an Egyptian look and feel to them and having ranks 
of mummies, anubis guard and a sphinx almost got me to give in. That left the Reptus 
(lizardmen with simply wicked sculpts) and Reven (orcs, goblins, ogres and more) and 
the Reven won out with the Reptus as a very close second. I have to admit that paint- 
ing the army had something to do with my decision. The Reptus look like they are 
more suited to someone with a considerable amount of time to devote to painting them 
to make them look as good when painted as the models are sculpted and I’m just not 
up to that challenge right now. They are my first choice in terms of the overall look of 
the army and if I go with additional armies for Warlord the order would probably be 
Reptus, then Darkspawn, then Dwarves but those are all discussions for a later time as 
I have decided on the Reven for my first real Warlord army. 


Why Reven... 


As stated above, part of my decision on choosing between Reven and Reptus had to do 
with my thoughts on how much time I would need to put into painting the army to a 
standard that I’d be happy to put on the table. Maybe that’s a cop-out but it’s done and 
behind me now. Also, after looking at the full army list for the Reven and seeing the 
variety of troops available there (orcs, goblins, beastmen, ogres, and a giant) I knew 
that it was something that I had not done before (Ok, I dabbled in the Blackbloods in 
Chronopia and even won a tournament with them, but I never really committed to the 
army as mine.) and wanted to take on. Now, with that said, I also knew that I was not 
very excited about the orcs and goblins. What!? You dolt, don’t you understand 
that’s the core of the army? Well, yes, but also no. To be honest, the Hill Giant, be- 
low, was the selling point for me with the army. I really wanted to put this guy down 
on the table and march him into my enemy’s ranks and bash people on the head. The 
ogres were the second decision point for me and I want a full boat of these guys. 
Those two alone won’t really make up a whole army for me so I did have to look at 
other troopers and the beast- 
men are what made giving up 
the orcs ok for me. The orc 
models are all nicely done 
and are big brutes that would 
likely make a mess of who- 
ever they meet on the field of 
battle, but they just don’t sing 
to me. So that gives me a 
giant, ogres and beastmen, but 
I acknowledge that might not 
be a thick enough block of 
troops to get me up to a play- 
able army. There is a solution 
and it comes in the rather 
generous proxy rules that 


Reaper has set up for official Warlord games. It states... 


e Official models that are unpainted, primed, or painted a single color are ac- 
ceptable and allowed for use in any official event. 


No problem there as | plan on getting the whole army painted before it hits the 
table, but you can wade in with an entire army in pewter-colored-camouflage if 
you like. 


e Substitute models from outside manufacturers are not acceptable and are not 
allowed for use in any official event. 


No big surprise there and there’s no manufacturer that can tell you what models to 
use in non-sanctioned events or when playing at home so no problem here either. 


e Generic substitutions from any Reaper lines are allowed for use as Non- 
Unique models in any official event. 


Oh, here’s my loophole! Ok, it’s not really a loophole. It’s more like Reaper al- 
lowing you to use the models that you want from their rather extensive line of 
figures. That means that I can use bugbears in place of orcs. I don’t know why 
but I’ve always loved bugbears (not that way!) and they just seem to go with 
beastmen in my mind. Acknowledging that the Hill Giant was the overall selling 
point for me being able to use bugbears in the army (with orc stats, of course) 
made the army playable. 


e A particular generic substitute model type can only be used to represent a 
single type of model and/or data card in any official event. 


No problem, bugbears = orcs. I might grab kobolds to use in place of goblins, but 
have not made a firm decision on that yet. 


e A generic substitute model must be on the same size base the model it is sub- 
stituting for would be on in any official event. 


No issue here. It will require that I properly base models that come on integrated 
bases to the 1” square bases that are standard for Warlord troops, but I can deal 
with that. 


My army... 


I decided to start off building a 1501 point army, which I’ve discovered is pretty stan- 
dard for many tournaments. Why 1501 points? Well, it makes taking a Warlord (a 
high ranking command model) mandatory and seems to allow for a nice amount of 
flexibility in army building. Forces in Warlord are built around Troops, which are 
what you might be used to calling units or squads in other games. What can go into a 
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troop depends on what type of model is leading it or if it’s a monster, a war machine, 
or a solitaire model it can be on its own. 


Troop A — This is my easiest choice as it will be the Hill Giant. He’s a unique 
monster which means that I can only have one in the army. There’s actually a 
goblin sub-list that makes the Hill Giants non-unique grunt troops and I actually 
thought about it for a few passing moments but decided against it...well, for now 
anyway. He sets me back 231 points (231 out of 1501 spent, 1270 left) and costs 
$39.99, retail. 


Troop B — I figured that I should take care of my Warlord next and immediately 
gravitated towards Gronkelfibbets and Mazak. This duo made up of a goblin 
mage riding on a Cyclops brought a smile 
to my face from the first time I saw it. 
Ok, the Cyclops did. I was only luke- 
warm to the goblin mage, but knew that 
the model has great potential if I want to 
do some converting. I can easily change 
his hat from the pointy wizard’s hat to 
just about anything else if I want and a 
head swap could make him into some- 
thing else too. If I get to feeling really 
ambitious I might build up a little howdah 
on the back of the Cyclops instead of 
having him just standing on his shoulders. 
At $14.99 retail and 149 (before buying 
spells) points I have 1121 points left to 
spend. With my Warlord picked I have to 
consider the entourage that will go with 
him. I can take 4-11 troops and two of 
them can be specialists like a cleric, 
mage, thief, or hero. I’m going to base 
my ogres around him and this troop will 
probably end up being rather large and 
take up a lot of points. Let’s deal with 
the specialists first. Yagun Oog, an Ogre 
Mage will take up one of the slots. He’s $9.99 and 94 points, also before buying 
spells, so now we’re down to 1027 points. Yikes, I’ve spent almost one-third of 
my points on three models. Well, technically, it’s four models but the goblin/ 
Cyclops has one base and one damage track. There are also two other awesome 
models that could be used in his place (02486 Ogre Mage $10.99 and 02933 Fe- 
male Ogre Shaman $13.99) but Yagun is unique so I really should be using the 
official model for him but I don’t think I’d catch too much flak for using one of 
the others listed above. I might end up using the Ogre Mage since I already have 
one painted. There are no ogre clerics and it seems that the concept of a cleric 
might be a bit foreign to ogres. Either you’re dead or you’re not. If you’re dead 


then you are allowed to stop fighting and if 
you’re not then quit crying and get back to 
fighting you big girl! I’d guess that some spit 
and dirt make a passable bandage for ogres, 
but I still need a way to keep them in the game 
as long as possible. There are four models in 
the Reven list that are clerics. One is a War- 
lord so she is right out as she’s, a female orc, 
not a specialist and another is a unique soli- 
taire so she, a goblin witch, is also out. There 
is a goblin cleric and an orc cleric and both are 
listed as “cleric” and neither is unique. Since 
all other unique models are clearly listed as 
such I’Il assume that it’s not a typo and I’ll grab Ombur, Bull Orc Cleric but will 
use the Skrug Gauntclaw, Bugbear Shaman model on the tabletop. 61 more points 
spent and $5.99 is what the figure costs. Now I’m under 1000 points (966 to be 
exact) and still have not purchased spells or any troopers yet. Ogre Warriors cost 
59 points each and I can have up to 8 and have to have at least 1. There are plenty 
of ogres (and big nasty creatures that are suitable for use as ogres) in Reaper’s 
non-Warlord line and since they are non-unique models I can add them right into 
my force. I’ll go with the following models... 

02127 Giant Mountain Troll $9.99 

02288 Garnuk the Ogre $8.99 

02312 Vourgha, Ogre Leader $9.99 

02325 Kagunk, Ogre Chieftain $12.99 

03162 Kagunk, Ogre Boss $15.49 


You could also grab a bunch of 
the pre-painted Ogre Chieftains 
for just $4.99 each from 
Reaper’s Legendary Encounters 
line of figures. That tacks on 
another 295 points (leaving 671 
to spend) and $57.45, again re- 
tail price, to the cost. 


Troop C — Gurm, Ogre Captain 
will be the leader of my third 
troop. He costs 84 points and 
$9.99 and allows for 3-7 models 
to operate under him, one of 
which can be a specialist. This 
will be my beastmen troop and I 
can go with the Warlord Reven 
Woodcutters or grab some 
beastmen from Reaper’s Dark 


Heaven catalog. ’'m 
going with the wood- 
cutters as I like them 
more, but I might try 
to work the stag 
beastman into the 
army somewhere. I 
want to take Traeg, 
Beastman Hero as 
my specialist so that 
leaves me with no 
more than 6 regular 
woodcutters. Traeg costs 57 points and $7.49 and I have a few options for the 
other guys. They are 29 points each and if bought individually they are $4.99, but 
you can get 9 for $39.99. That comes to about $4.44 each and would give me the 
option of expanding the army later or splitting the group into two smaller troops. 
Even though they are a bit more when bought individually I’ll go ahead and do 
that and get just what I need for now. This troop ends up costing 286 points and 
$42.43 and leaves me with 


Troop D — Ok, I have under 400 
points left to spend and really want 
to get my Bugbears into the mix. 
I’m going to start off with Narg, 
Bull Ore Captain and will use 
Gronk Spliteye, Bugbear Hero in 
his place. That’s 77 points and 
$7.99 and he can lead 3-8 other 
models, one of which can be a 
specialist. I was going to take a 
specialist but decided to take a mix 
of Bull Orc Fighters, using Bugbear Warriors (02818 Bugbear Warriors), and a 
Bull Orc Berzerker, using Gorevane (02966 Gorevane, Half Ogre Fighter) for the 
model. Four of the bugbears will set me back $25.98 and Gorevane costs $7.99. 


| Blue Table Painting 


Get more time to play 


This troop ends up costing me 290 points and leaves me with 95 to buy spells and 
any magic items. That might be cutting things kind of close, but that’s what I 
have left so that’s what I’ll have to make due with. However, there is one thing 
that I’m sorely lacking and that’s missile weapons. Other than the spellcasters, 
this army is definitely the “blunt object” kind of force that’s meant to run towards 
the enemy and pound them into jelly. 


I have three spellcasters... 
e  Gronkelfibbets, a mage 
e Yagun Oog, a mage 
e Ombur, a cleric 


This being a very offensively minded army, and me having very few points left to 
spend, makes me think that a single offensive spell for each of my mages might be 
the best, and maybe the only, way to go. I’m going to give both Gronkelfibbets 
and Yagun Fireball and Counter Spell. That way I’ll hopefully be able to toss out 
some extra damage and will have a chance to disrupt an enemy mage’s spellcast- 
ing. For Ombur I’ll take Cure 2, Blessing and Aspect of the Hunter. Aspect of the 
Hunter is really just because I have 5 points left but it might also come in handy if 
I get a chance to cast it on my Hill Giant and speed him up a little bit. Well, that’s 
the army and I’ll need several games under my belt before I can decide what, if 
anything, needs to be changed. 


The retail price of this army, without the rulebook because you’d need that for any 
army you build for Warlord, is $206.81 and you can find them online for 20-25% 
cheaper. Having just 22 models, and being based almost entirely around hand-to- 
hand combat, should make it very easy to play, but does set me up for some pit- 
falls when facing armies that can whittle me down while I’m crossing the table. 


Ok, that’s my new Reven army. You can see the whole army on the next page. I 
think that it’s a huge bonus to players that Reaper allows the use of pretty much 
any of their figures in Warlord armies. I do wish that the proxy rules regarding 
unique models were relaxed a bit, but it’s not like I’m complaining or anything. 
In fact, if anything I’m coming up with more ideas of different armies to build. I 
know that earlier I had written that a Dwarf, Darkspawn or Reptus army might be 
in my future, but while in the process of writing this article and building this army 
I had an idea to use the Reven army list again. This time it will be using the gob- 
lin sub-list that allows more than a single Hill Giant, but restricts you to pretty 
much nothing but goblins for troops. You know that I’m not fond of goblins, but 
my idea is to make a savage/jungle themed army with Kabaka K’Wana, Giant 


Ape Lord as a Hill Giant and maybe even a T-Rex as a Hill Giant too. I could use the 
Malapango Savages as goblin warriors and it even crossed my mind to use Velocirap- 
tors for goblin cavalry. It will take me some time to really put together the army list 
but I think it’s a very viable option and would look totally unique on the battlefield. 


Below you can see my Reven army. There are a couple of painted figures and you can 
see that I’ve gone ahead and taken the Oriental-flavored Ogre Mage in place of the 
standard Reven one for now. If I need to swap it out for the official model I will. One 
thing that’s missing is Kagunk’s weapon but it’s lying around on my desk somewhere. 
I also need to build up the bases on the Bugbears and a couple of other models, which I 
had to mount on plasti-card to get them onto standard Warlord-sized bases. I’m still 


debating whether or not to construct a howdah for the goblin mage and that model will 
probably be the very last thing I paint so I can put off making that decision for as long 
as possible. I hope this article gave you a taste for what you can do with the Warlord 
army lists and Reaper’s extensive line of miniatures. Looking back on it I think that I 
might have used Gnolls in place of the actual Beastmen to add a bit more uniqueness 
to the army but maybe I’ just add a unit of gnolls later on as I expand the army. 


Written by Mark Theurer 


John Robertson and the rest of the crew over at Urban Mammoth were kind enough to 
recently send us two starter armies for Metropolis that we’ll be using in a series of arti- 
cles here in the pages of Fictional Reality. We are going to start off with an army 
building discussion and will then move on, next issue, to painting the armies. 


= 


In Metropolis each army has a set of criteria that must be followed when building your 
army. For the Viridians you need to start off with at least two Core units. My only 
choices are Colonial Marines so [ll have to start with two units of these. Luckily, 
that’s exactly what arrived from Urban Mammoth. Colonial Marines are a versatile 
base troop that you can choose in any of three caliber ratings. If you remember back to 
the review of Metropolis that we did in the previous issue of Fictional Reality you’ll 
know that many troops have variable caliber, which allows you to buy a unit of troops 
that represent rookies right out of basic training or those that are more experienced. 
Since we were sent a unit of regular Colonial Marines (below) and a unit of Colonial 
Marine Veteran (top of the next column) I’ll buy the regular ones as CALO and the 
veterans as a higher level. 


My army of choice was the Viridians. I like the modern armed forces 
look of many of their models and while they certainly have some close 
combat units I think, hopefully I’m right, that they are a shooty army. 


Colonial Marine, of whatever caliber, units has a minimum unit size of 4 figures and a 
maximum of 10, including the sergeant and any special weapon troops in the unit. 
Since I have five regular marines that’s where I’ll start. These guys cost 20 points 
each so I’ve already spent 100 points. The sergeant is optional, but I’ll definitely be 
taking one since he helps the morale of the unit and also has the Tactical Awareness 


skill which gives a bonus when making target selections. Colonial Marines can take 
one support model for every three other models in the unit and since the marine carry- 
ing a Heavy Gauss Rifle is classified as support (S) and I qualify to take one because I 
have three or more other troops in the unit I’ll go ahead and take him. At CALO he 
costs 23 points. A sniper model came with the rest of the unit so I’ll be adding him to 
the mix. He also counts as a support model and I qualify to be able to take him since I 
have six other non-Support models in the unit. He sets me back 39 points and the unit 
is eight members strong. I could add up to one more Heavy Gauss Rifle marine, if I 
had the model handy, because I’m allowed up to two in a unit and I meet the 3:1 ratio 
of other models to support models. I could also add up to two more regular marines, 
again if I had enough models sitting here in front of me. This unit ends up costing 183 
points and gets me on my way. 


For the second unit, the veterans, I’m going to take CAL1 troops to represent them as 
having seen some action in the past but they are not hard-core, battle-scarred marines 
like the CAL2 guys must be. My load out of troops will be the same as with the previ- 
ous unit (5 marines, 1 sergeant, 1 sniper and 1 marine with a heavy gauss rifle) but the 
cost goes up to 241 points for this unit and a total of 424 points spent so far. 


I’ve completed my mandatory purchases and can now look at some specialty stuff. 
The Viridians are allowed to purchase the following non-core units... 

1 Assault unit for every 3 Core units in the army 

1 Strike unit for every 2 Core units in the army 

1 Support unit for every 1 Core unit in the army 

1 Command unit for every 2 other units in the army 


So, right off the bat taking any Assault units is out of the question because I’m one 
Core unit short before being able to qualify to take one. Assault units, for the Virid- 
ians, are things like Shock Marines (close combat specialists) and the Sabre (a large 
hand-to-hand robot). The Sabre looks very cool and it’s something that I’d like to add 


later on as I expand the size of the army. To include a Sabre and a unit of Shock Ma- 
rines would require having 6 Core units in the army and I’m not sure if I can pull that 
off. Well, maybe with 6 units of bare bones Colonial Marines, but sacrificing their 
usefulness just to get two Assault units doesn’t seem like the smartest trade off to 
make. The low availability of Assault troops helps me to believe that I was right, for 
now anyway, about the Viridians being more about shooting and less about punching 
people in the brain. 


Ok, on to Strike units which I can actually take because I meet the 2:1 threshold of 
Core units to Strike units. These are things like Special Forces units (similar to the 
marines but with additional skills and better weapons), Urban Interdicts (drop troop- 
ers), and Saurian Riders (troopers that ride on large reptilian beasts). I’m going to go 
with a small unit, 4 men and a sergeant, of Urban Interdicts but they will be an addition 
to the army after this article since they are not sitting on the table in front of me right 
now. I'm going to buy them at CAL2 which will set me back 203 points and bring my 
total up to 627 points. 


I’m allowed up to two Support units since I have two Core units in the army. These 
are things like Heavy Machinegun, Mortar, or Bazooka teams, Sniper teams, and an- 
other large robot (in Metropolis these are called CLAUs, which stands for Capita Light 
Armored Unit), a Tomahawk that carries a howitzer! Yes, please I’ll take one of those. 
These are also future additions, before we start painting and playing, but a Tomahawk 
is definitely going into the mix and at CAL2 he’ll set me back 160 points. I think I’ll 
also take some Bazooka Teams. These are units of 
Support troops that carry, as you’ve figured out, bazoo- 
kas. 


I’m going to take 4 models in this unit (2 gunners and 2 
loaders), which will set me back 98 points at CAL1. 
These will be added to the two units of Colonial Ma- 
rines that I have here before painting anything so I can 
get everything under the brush at the same time and try 
to get the whole army painted in one fell swoop. The 
addition of these Support units pushes my army total up 
to 885 points, which is nicely closing in on the 1,000 
points that’s recommended for Metropolis battles. 


Ok, on to Command units. I can have up to 1 Command unit (figure) for every 2 other 
units in the army, regardless of unit type. I have a total of 5 units in the army right 
now so I can buy two Command units. These will come in the form of Major Icharus 
Trask and Liewtenant Johnny ‘G’. Each only has a single option for CAL (3 for Trask 
and 2 for Johnny) and just a single base point cost. Trask sets me back 65 points and 
Johnny hits me for 60 more. Trask does give the option, if he’s your army commander 
which is what I’ll use him for, to pay an additional 10 points to get +1 to initiative rolls 
and also get an automatic pass on a command test once per game (there are a few other 
requirements to get this successful check though which we’ll get into when we play the 


game). I’ll pay the extra 10 points. Johnny can be 
added to a unit of Colonial Marines and I’ll go 
ahead and drop him in with the veterans that were 
my second purchase. He adds a bonus of +1 to their 
shock checks. I am a bit worried about the effec- 
tiveness of Trask in this particular army because he’s set up to lay waste in close com- 
bat and the rest of my army is geared pretty much 100% towards taking care of the 
enemy at range. Hopefully, he’ll be a one-man killing machine that can wade into a 
unit of the enemy and tie them up for a while. 


Ok, so my base Metropolis army is done and looks like 
this... 


e §=1 unit of Colonial Marines (5 marines, 1 sergeant, 
1 sniper, 1 heavy gauss rifle) 

e 1 unit of Colonial Marine veterans (5 marines, 1 
sergeant, 1 sniper, 1 heavy gauss rifle) 

e 1 unit of Urban Interdicts (4 troopers and a ser- 

geant) 

1 Tomahawk CLAU 

1 unit of Bazooka Teams (2 gunner and 2 loaders) 

1 Major Icharus Trask 

1 Lieutenant Johnny ‘G’ 


This comes out to 1,020 points which is very playable for Metropolis and gives me lots 
of ways to shoot up my enemy, which we’ll see in just a second. 


Clay has gone with the Syntha (robots and cyber-super-soldiers) as his army 
of choice in Metropolis and a few units showed up on my doorstep along with 


the Colonial Marines that formed the core of my army. 


Syntha has a similar army build structure as the Viridians and it’s likely that we’re 
both taking ranged combat specialists onto the battlefield. Clay has to start off with 
two Core units also and he has two units to choose from while you remember that I had 
just one. 


An Androsynth Combat Cell (above) is the first thing that we’ll take care of. Unlike 
the Colonial Marines which come in various levels of CAL the Androsynths have just 
one, CALO. I guess this represents that they are all base troops (no surprise there) and 
they all have the same programming and are assembled the same. The factory much 
just churn them out like cars or cell phones. 


Clay can take 1 Support model for every other model in the unit, which could turn into 
a nasty combination of 5 Tactical Androsynths and 5 Pointman moels (the big bugger 
in the upper right of the picture above), but since we got a stock boxed unit he is able 
to purchase 4 Tactical Androsynths, 2 synths with Grape Guns and Battleshields, 1 
synth with a Plasma Launcher, and 1 Pointman for an 8-man (8-robot?) unit that costs 
him 208 points, which is a bit more than my first core unit. 


His second Core unit will be a Biomech Assault Cell (above, next column) and Clay 
has the option between CAL1 and CAL2 for these guys, but the squad size will be a bit 
smaller than the Tactical Androsynths. Here Clay can choose from Achilles and Her- 
cules class biomechs. Since he got two of each in the mail he’ll take just that many 
and will take them at CAL2. This will end up costing 140 points, but he also adds an- 
other 12 points per Hercules to give them the Lethal Strike skill. The Syntha army is 
now up to 372 points and we move on to Assault choices, but Clay is in the same boat 
as me because he needs three Core units for every Assault unit and he doesn’t meet 
that threshold. 


On the Strike unit side of things the Syntha have stuff like Artemis Class Biomechs 
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(robot chicks with pistols), 
Medusa Class Biomechs (jump 
troopers), Nyx Class Bio- 
mechs (assassins), and finally 
HK 2800 Grav Bikes (sleek, 
fast and armed with twin 
chainguns). Yes, that seems 
the way to go here and he 
takes two of them which sets 
us back 92 points and pushes 
our total to 464 points, about 
half of our total goal. 


For Support units Clay opts for 
a Macrosynth Support Cell to 
kick things off. These large 
robots are tough, have multiple wounds, and carry some heavy firepower. Their units 
are only in grouping of 1-4 models but whatever they target is probably going to have 
a bad day. These units allow one Support model for each other model present so tak- 
ing two with the Multiple Launch Rocket System (yikes, two of those!) allows him to 
take one with a Pulse Cannon and another armed with a Plasma Projector. They are 
only available as CALO troops but I’m not taking much consolation in that because 
they are a unit full of very heavy weapons that are sure to cause me plenty of problems 
on the battlefield. Two of these robots can be seen on the next page. This unit costs 
another 186 points, but there’s an option to bump their armor for an additional 22 
points and keeping these guys alive (operational might be a better term to use with 
them) is at the top of Clay’s “to do” list for this army. 


This gets our Syntha total up to 672 points. A Pyro Cyclosynth (a CLAU) will round 
out Clay’s Support units. It carries a Plasma Cannon and is sure to be a ranged night- 
mare during our games. I think that it will make a prime target for Trask who will 
need to hunt it down and tear into it. Well, at least that’s the plan, we’ll have to see 
how things work out. It only comes in a CALO variety and costs 90 points leaving 


Clay around 250 points to catch up to my total and he still needs to purchase Com- 
mand units. The Syntha are allowed one Command unit for every two other units in 
their army so Clay can take two Command units and taking Warmachine and Neo Pi is 
an automatic choice because both of those models are still on Clay’s table from when 
he did reviews of them. Warmachine only comes as a CAL2 character and costs 88 
points with no options to add to his cost. 
The scantily-clad Neo Pi only comes as a 
CAL3 (the highest possible quality) 
models and sets Clay back a pretty 
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whopping 97 points. She allows the for the same initiative and command test bonuses 
as Trask, also for an additional 10 points so Clay pays the points and his army total 
shoots up to 955 points. This is 65 points under my total for the Viridian army so 
there’s a bit of balancing that we’ll need to do before we get to painting and playing. 
The first, and easiest, thing to do will be to drop the extra commander abilities that 
were purchased for Trask. This helps get us closer in points, but can also represent the 
Syntha being able to add some last minute programming to Neo Pi right before they hit 
the battlefield. Adding another Pointman to the Androsynth Combat Cell gives Clay 
another 27 points, but also requires that another single Tactical Androsynth be added 
also to keep in line with unit requirements. The extra Tac-Synth costs 25 points and 
those two together take care of 52 of the 55 points that Clay was below me. Close 
enough for government work and close enough for us to put these lists to bed and pre- 
pare to paint and play. 


Clay’s army looks like this... 


1 Androsynth Combat Cell (5 Tactical Androsynths, 2 Grape Gunners, 1 Plasma 
Launcher, 2 Pointmen) 

1 Biomech Assault Cell (2 Achilles and 2 Hercules Biomechs) 

2 HK 2800 Grav Bikes 

1 Macrosynth Support Cell (2 MLRS, 1 Pulse Cannon, 1 Plasma Projector) 

1 Warmachine 

1 Neo Pi 


That’s 22 models for the Syntha force and 28 for the Viridians. Clay’s firepower and 
toughness scare me but I do have the ability to drop in my Urban Interdicts and hope- 
fully disrupt his plans. I’m also concerned that Clay has the upper hand when it comes 
to hand-to-hand combat with his Hercules Biomechs. Those creations of flesh, ster- 
oids and steel definitely worry me and I need to be sure to put them down before they 
can come in and pound my marines into bloody messes. ’m counting on my Bazooka 
Teams to put a dent in Clay’s armored advance and hope that taking just two of them 
was enough. I’d say that my Tomahawk CLAU, with its howitzer, gives me a nice 
edge in long range fire and plan to use its indirect fire capability to rain down destruc- 
tion on the Syntha. 


Ok, so that’s it for building our armies. This Metropolis series of articles is just begin- 
ning and will span several issues in Fictional Reality. Next we’ll get into painting the 
forces, followed by a “teaching” battle report where we run through the mechanics of 
the game and then well get to a full battle report where we fight it out and I smash up 
Clay’s robo-troops into broken bits of wire and circuit boards. Well, at least that’s my 
hope but my record at battle report games seems to tell a different story. See you soon. 


Written by Mark Theurer 
All pictures in this article are property of Urban Mammoth 


For this issue we start off the battle reports with a game 
of Federation Commander and thought that it would be 
better to walk before trying to run so we, Clay and I, 
asked Michael to run a learning game in which we would 
# play and get a hang of the rules, the game mechanics and 
the flow of play. Michael, an old Star Fleet Battles and 
Federation Commander guru, presided as the host/ 
instructor/ and rule enforcer. Being that we where going 
to be learning the game from the ground up, we went with 
a single ship on ship engagement scenario. 


Michael selected a variety of ships, seen below, for us that 
where all of comparable value and would make for even 
engagements, but to keep things as straightforward as possible Mark and I went for a 
rather traditional engagement of a Federation Heavy Cruiser verses a Klingon D7 
Cruiser. The scenario was simply to start on opposite ends of the map, and to engage 
and destroy the other player’s ship. Michael described the Federation Heavy Cruiser 
as being able to dish out and take decent damage and is more of a blunt object sort of 
weapon. On the other hand, the D7 is more of a finesse ship where you will need to 
employ some hit and run tactics and want to avoid taking a shot from all that the Fed- 
eration ship can bring to bear. Clay took the Federation Heavy Cruiser and I took the 
Klingon D7 and off we sailed into the wild blue yonder. Simple enough, or so we 
thought. 
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In Federation Commander you keep track of damage, use of various weapons, shuttles 
and more on laminated two-sided cards. One side represents squadron scale while the 
other is in fleet scale. Squadron is for games using just a handful of ships and Fleet is 
when you have many more flying around. The main difference between the two scales 
of ships is that in Fleet scale each ship has about half the energy, weapons and damage 
of Squadron scale so there’s less to keep track of for each ship. You mark off damage, 
usually with a grease pencil or marker, and then just wipe it off when you’re done or 


aw 


Romulan 
Kestrel 


-* 


Th a lian Cr iser 


a 


Gas © ion Hea 


you make repairs. You can keep track of energy usage with glass beads, a paperclip on 
the side of the data card, or with poker chips. We used the poker chips and this 
worked out very well with Michael acting as the banker. We would use up energy and 
give Michael chips and he would dole them out to us at the beginning of each turn. 
This might be a bit impractical with more ships on the table, but it worked out wonder- 
fully for this game and I’d recommend trying it yourself. 


Each turn is broken up into eight impulses in which ships move, fire weapons, launch 
shuttles, use tractor beams and all of the other things you’re used to seeing ships do in 
the Star Fleet universe. Each weapon can fire just once per turn so you need to make 
each shot count. At the start of each turn you designate the speed that you’ll be flying 
at, but this is adjustable during each impulse of the turn so you have flexibility to react 
to what your opponent is doing during the game, but you have a limited amount of 
energy to use each turn and you’ll want/need to watch your opponent’s energy expen- 
diture and try to take advantage of any situations where he’s out of energy and you 
have loads left. 


When it comes to dishing out damage in Federation Commander 
range is everything! Ok, well having the energy to fire your => 
weapons is technically more important, but bringing the right ee. . 
weapons to bear at the “sweet spot” where they’ll do the most << 
damage is something that you need to be aware of and strive to | 

get to. The Federation Heavy Cruiser has two main weapon sys- | 

tems, Phaser 1 and Photon Torpedo systems. Photon Torpedoes : i+ 
at range 0 or 1 gives you an automatic hit. They also have a con- | ~ 
stant amount of damage that they dish out but their chance of 
hitting diminishes at longer ranges. Phaser 1 systems have vari- | 
able damage and at up to 5 hexes away they are guaranteed to do 

at least two points of damage each. My Klingon ship has Phaser 

1 systems, Phaser 2 systems and Disruptors instead of Photon 
Torpedoes. The Disruptors have a slightly better chance to hit at ,— 
longer ranges but do less damage. As you take damage you mark 
off points from your shields and once those are gone you start 
taking internal hits which destroy weapons, reduce your energy 
production, and make your ship less usable. At the beginning of ~ 
each turn you can spend energy to restore your shields and can 
also repair damaged sections of your ship, but doing this uses up 
your precious energy. Ok, on to the fight... 


Deployment By fe) 

To the right you can see Clay’s Federation Heavy Cruiser in the 

upper-left corner and my Klingon D7 in the lower-right. We’ve —__ 
got plenty of dice (only d6’s are needed), poker chips and mark- && ee 


ers and are ready to go. Each hex is 10,000km across so we’re Sa —— 


approximately 250,000 miles apart, which is close (yes, I’m play- eit 


Se 


ing a bit fast and loose with distances here) to the distance form the Earth to the Moon, 
give or take a few thousand miles here or there. 


Turn 1 

As is the option for the Federation, photon torpedoes can be pre-loaded before a battle 
for the cost of 1 energy per torpedo in exchange for not having full batteries. Clay 
went ahead and opted for this since it sounded like a way to save some energy 
(normally it cost 2 energy per torpedo to pre-load). For base speed, Mark declared that 
he was starting at 24 and Clay would be starting at 16 (after which Michael leaned 
over and gave the sage advice that in this game “speed is life”). 


Then we stared into the impulses. At first both Mark and Clay did little except move 
towards each other with both sides paying to accelerate their ships throughout the first 
four impulses. Clay also paid the 8 energy to complete the loading of his four photon 
torpedoes. On the second impulse, the Klingons (Mark) launched two drones both 
targeted against the Federation ship. The Federation responded by launching its own 
drone but instead targeting one of the two incoming drones. It wasn’t until the third 


impulse when the two ships were fi- 
nally within weapons range of each 
other, and both sides decided to test the 
skill of their gunners at this range. The : ‘ : 
Klingons unleashed a barrage of all Bae ; ‘_- sae = —L 
four disruptors but Mark rolled a pair ee _, 
of fives and a pair of sixes, which was GA, ee 3 
not good enough to score a single hit. I : : an : aq 
had a 50% chance to hit (1-3) at this B Se ee. 
‘range and started off the game in pretty N fe” 2 : eal 
poor fashion. The Federation re- 4% : Nice 

sponded with almost as much effect od 
when all six forward facing phasers — ’ 

® fired and with Clay’s rolls (1,4,5,5,6,6) | drones from both sides met up and the Federation drone and one of the Klingon drones 
8 scored only a trivial 2 points of damage destroy each other. That same impulse the Federation sees that their Torpedoes will 
which the Klingons took on their for- soon be out of range, so rather than holding onto them; they fire two of them at almost 
= ward shield. max range. Clay keeps the run of high rolls going by rolling another pair of sixes, and 
both Torpedoes missed. 
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The next three impulses saw little ac- 

tion as the Klingons maneuvered trying _‘ For the last impulse, the last Klingon drone closes in on its target at close range, but 
to keep the Federation at distance, the Federation’s defensive phasers fire and destroy the drone before it can do any dam- 
while the Federation tried to close age. During the repair phase, both sides only reload their drone racks as neither side 
though was running low on energy so _ sustained internal damage. What little energy is still retained on both sides is put into 
could no longer accelerate and was _ their batteries. The Klingons also take the opportunity to move the two points of dam- 
falling further and further away from _aged given to their front shields to forward port shield. 


3 the Klingons. The Klingons did decide 
8 to launch a suicide shuttle in the sixth 
impulse and it began it’s plodding trek This time Clay heeds Michael’s warning and opts to pay the extra energy for more 
A 


(get it, trek?) towards the Federation speed, so for this turn, the base speed for both sides is 24. Clay also decides to pay 2 
starship. In the seventh impulse, the energy to keep the two loaded torpedoes in a ready status, and 4 more to pre-load the 


two were fired last turn. Clay is already getting low on energy and the 
turn has yet to start. Clay figures out that this must be the down side of 
moving fast. 


For the first impulse, both the Klingons and the Federation do little 
more than maneuver to get closer to each other. On the second impulse 


Both sides continue to pay for acceleration, and the Klingons attempt to 
turn and get away from the Federation, launching two drones targeted 
Sat the Federation starship to cover its retreat. The Federation also 
launches a drone, but again targeted at an incoming drone. The next 
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impulse Clay quickly realizes his mistake, as the Federation drone starts falling behind 
since it’s speed is slower than the ship’s. The Klingons now are out of energy, so they 
continue running from the Federation ship without accelerating, allowing the Federa- 
tion to slowly close the distance. The Federation ends up taking the Klingon drone out 
with phasers during impulses 5 and 6, and then finally in impulse 8 launches two tor- 
pedoes at the fleeing Klingon ship. The range is at max range, so the rolls of 3 and 3 
both miss. Again both sides have not taken internal damage, so they send their repair 
time topping off the drone racks instead. 


This time both sides opt to try saving energy by going at a lower speed. The Klingons 
declare a base speed of zero, and the Federation upon hearing this, declares a base 
speed of eight. Again the Federation pays 4 energy to pre-load the two used torpedoes, 
and 4 more to complete the loading of the other two. 


Both sides pay for acceleration, so the Federation starts by closing the distance to the 
Klingon. The Klingon vessel immediately tries for a second high energy turn to put 
it’s face toward the oncoming Federation ship. He rolls a 5, so the tur is successful. 
Both sides also launch drones in the first impulse, with the Klingon drones going for 
the Federation ship, and the Federation drone going again going for the Klingon 
drones. 


It is during the second phase that all hell breaks loose as both ships put everything they 
have into all out attacks. The Federation goes first firing all six forward looking phas- 
ers and both loaded torpedoes. Both torpedoes hit and four of the six phasers hit caus- 
ing a grand total of 33 points of damage. The Klingon uses his shield reinforcement to 
take 3 points of the damage, and the remaining 30 go to the shield which is just enough 
to take the shield down. There is no shield leak through and/or internal damage when 
the whole shield goes down, so the Klingons lose their forward shield, but suffer no 
internal damage. 


Now it’s the Klingon’s turn to whip up on their foes 
and they fire off all four disruptors (all overloaded) 
and their three phaser 1’s. His rolls are mediocre (the 
dice hate me!) and he hits enough to cause 22 points of 
= damage. The Federation uses shield reinforcement to 
siphon off three points of damage, bringing the total 
down to 19. Of these, one goes internal and takes out 
es the federation transporter, and the remaining 18 go to 

a een the shield. 

< 2 eX 
* Ua 4 Both sides have very little energy left, and spend the 
jrest of the impulses moving, and moving slowly at 
that. Two of the drones meet and destroy each other 
‘while the remaining Klingon drone is destroyed with 
defensive phaser fire. 


This time the Federation uses its repair phase to repair it’s transporter, and uses the 
remaining repair points to start on reloading the drone racks. The Klingon still has 
nothing to repair, so again tops off the drone racks. The Klingons also take this oppor- 
tunity to move some of the damage off their forward shield onto the forward left shield 
giving them at least some protection of their front. 


For this turn the Klingon’s put the pedal to the metal and jumps from a base speed of 0 
to 24. The Federation also steps it up a notch going to a base speed of 16. The Federa- 
tion also continues its habit of Pre-loading two and loading two photon torpedoes, at a 
total cost of 8 energy. 


For the first impulse, both sides pay to accelerate as the Klingon ship attempts to close 
with the Federation Heavy Cruiser and blast them. Both ship launch drones, but this 
time the Federation targets the Klingon ship rather than the drone which causes the 
Klingons to change their targeting, and sends only one after the Federation ship, and 
the other after their drone. 


On the second impulse the drone on drone impact occurs taking out both drones and 
the Klingon fires into the right quarter of the Federation ship with two overloaded dis- 
ruptors, 3 phaser one’s, and 3 phaser two’s. He scores a total of 16 points of damage, 
which allows one point to be internal damage. He rolls and finds out that he only dam- 
aged the lab (some beakers fall off the table and break on the floor). 


The third impulse see both ships taking pot shots at each other with the Klingon doing 
3 points of damage to the Federation, and the Feds returns fire for only 1 point. No 
internal damage is done in either case. For the next impulse, things are slightly differ- 
ent. The Federation uses what it has left to blast the Klingon ship at close which turns 
out to be with two Torpedoes and 2 phaser ones. Both photons hit doing 8 points of 
damage each, which when added to the phasers, totaling up to 26 points of damage. 
This drops the shield and does 11 points of internal damage, which is spread liberally 
throughout the Klingon’s internal systems including weapons and propulsion. The 
Federation ship, now out of energy, sucks it up as the final Klingon drone impacts its 
shield doing 12 points of damage, one of which gets through and damages a phaser. 


At this point the game is called as it is agreed that enough for a learning game, four 
turns was enough to test and get familiar with the game system. 


Clay’s post-game thoughts 
“1 The first thing I have to say 
is that I learned a whole lot 
about this game playing it 
with an expert directing the 
action. What a great benefit 
that is. I will also add in that 
S doing your first game with 
only a single ship to worry 
about is definitely the way to 
go. The mechanics of the 
game are not really difficult, 
but there is enough to worry 
about just learning them that 
trying to keep track of more 
than a single ship will just 
take you focus off learning 
the game. The mechanics are 
also easy enough that even 
after only a single four turn 
game, I feel ready to try 
something larger where I can 
start to concentrate on strat- 
egy rather than simple sur- 
vival. This game the I at- 
tempted to simply keep from 
doing stupid moves rather 
than do anything really creative, and evidently didn’t quite succeed even in that. I do 
have to say that I really enjoy the game and that there is actually more thought, plan- 
ning, and strategy involved in this game than your ordinary war game. Things like 
energy Management, weapons management, and maneuvering, are all things that you 
have to think about making for a very though provoking game. Though there is defi- 
nitely an element of chance in the game, I think this has been successfully mitigated so 
that even if you are having a bad dice day, you can still do fairly well if you are play- 
ing well. The game does require a lot of book keeping, so if the number of models 
grows too large, I can see the game start to get a bit cumbersome, but then that is why 
the have the “Fleet” scale rules, which I’m hoping to give a try soon. 


Mark’s post-game thoughts 

Ok, by the end of the game I found myself in exactly the position where I shouldn't be, 
right in the path of all of the Fed’s weapons and allowing Clay to unload on me. I 
really wasn’t too disappointed because in this game, where we were learning the me- 
chanics and I’d rather see the effects of being in the wrong place at the wrong time 
here rather than in a future game. Anyway, I definitely learned that Michael was right 
on when he said that I could not stand toe-to-toe with the Federation Heavy Cruiser 
and needed to dart in and out and taking my time. The Federation Commander game 
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sells the minia- 
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to go. There’s 
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Look for a multiple-ship battle report in a future issue now that Clay and I have a bet- 
ter feel for the game and how to play. Of course, I’ll need to learn the ins and outs of 
flying a Gorn fleet because Michael has said that they are significantly different from 
the Klingons. Hopefully, you’ve also gotten a decent feel for the game too. You can 
download a free set of demo rules from www.federationcommander.com with which 
you can recreate this battle for yourself, using Fleet scale ships, and hopefully not be 
shot to pieces like I was. 
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" Z l aT: Wee Since Clay and I had re- 
Ys Yen. WD cently finished building 


and painting (or in my 
}case having painted for 

" willk. me by Blue Table Paint- 
eee Ee ing) new armies for Infin- 
ity we decided that it was high time to play another battle report. Since we’re both 


using new, and somewhat unfamiliar, armies we expect this to be a bit of a learning 
exercise for both of us as we have to learn the subtleties of our forces. 


In addition to new armies I’ve also been working on some new terrain. Its base is 
made from ground tiles from World Works Games’ Platform Command terrain set. I 
have not had enough time to build the actual platforms and structures from that set so 
we used loads of Necromunda terrain that Clay and I each had tucked away in closets 
and a bit of AT-43 stuff too. The battlefield is 42” x 42” and is built upon 1/4” boards 
that are 21” x 21” so each “tile” is made up of nine standard WWG ground tiles which 
are glued down to the larger boards. The trick here is trying to make sure that you 
work out a tile pattern that can work in multiple configurations. I’m happy with the 
results and begin redoing all of my modern street tiles in the near future. Also, setting 
up an tearing down 4 large tiles instead of 36 smaller ones leaves us more time for 
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playing and they transport pretty easily and are a bit more durable than simply mount- 
ing them on foamcore. 


OK, on to our forces. We decided to use 300 point armies and I’m getting to use my 
Combined Army for the first time. In addition to learning a bit about my army I also 
wanted to make sure that I got to use the Avatar in this game. That was going to se- 
verely limit how many other troops I got to take, but I went ahead anyway. The Infin- 
ity army building program, ORA, is something that I would recommend downloading 
(from www.infinitythegame.com) and using this when building forces for the game. It 
makes building your army and trying out different troop configurations very easy. 


I knew that I wanted an Avatar in the army but before taking him I needed to decide on 
my Lieutenant. I could take the Avatar as my Lieutenant but I ended up choosing a 
Charontid (armed with a Plasma Rifle) as the leader of my forces. The Charontid has a 
special ability called Mnemotencic which allows its essence to transfer to another 
friendly unit that has a Cube. This means that my Lieutenant can, if incapacitated, 
shift over to my Avatar, and then if it’s incapacitated again it could switch over to an- 
other unit in my army that has a Cube. It’s kind of like when the agent programs in 
The Matrix were taking over the other programs that were resident in the system. It 
makes losing a Lieutenant much less significant to the Combined Army and allows 
their command and control system to remain in place for much longer than the other 
armies. Of course, I do pay for this in the form of higher point costs for many of these 
cool troops. My Charontid costs 81 points, over a quarter of my army tied up in just 
one guy. He also has another special ability called No Wound Incapacitation which 


fighting until killed. It’s basically like getting an extra wound and I’m all for that! 


My next purchase is the mandatory, in my mind anyway, Avatar that I decided must 
make an appearance in this game. It costs a whopping 148 points so half of my army 
is tied up in this brute. He also has the Mnemotencnic ability so he’ll be the first stop 
for the essence of my Lieutenant if the Charontid gets trashed. In addition to the Multi 
Heavy Machinegun and Heavy Grenade Launcher that he carries he also has a piece of 
equipment called an Optical Disruption Device which gives most enemy troops a -6 
modifier when shooting at it. 


I’m now awfully short on points and want to get a sniper into the force so I take a 
Shrouded and want a little more fire support too so I take a Morat armed with a Heavy 
Machinegun. I’m at 292 points right now and could take a single Gakis, but I don’t 
have any painted up yet so I guess I’m done. My army, all four models of it, can be 
seen above. It was painted by the folks at Blue Table Painting and I’m very happy 
with how it looks but am dubious about how well it will do on the field of battle. Hav- 
ing just four models limits my tactical flexibility and I only have five orders, one per 
model plus one extra for my Lieutenant, so I could quickly find myself being seriously 
outmaneuvered by Clay’s larger force. I’m going for quality over quantity and am 
hoping that I can whether Clay’s initial barrage of fire and then start whittling down 
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his forces with my two heavy hitters. The Multi HMG pumps out lots of shots and I 
definitely want to try out the indirect fire capabilities of the Heavy Grenade Launcher. 
The Plasma Rifle is also something that we’ve not seen in action yet. It’s a ranged 
weapon that can drop down either a circular or small teardrop template when it hits so 
it can take out a lot of troops if Clay gives me the opportunity. 


Well, this is going to be my [Clay] first game with the Nomads, so this will be some- 
thing of an experimental game for me. Another limiting factor is that we are playing 
with only 300 points each. So with all that being said, I decided to pick out the few 
models I really wanted to field, and then just build my army around that. The three 
models I really wanted on the field were the "Szalamandra" Squadron, an Intruder 
armed with a sniper rifle, and a mercenary troop, McMurrough (the chain rifle ver- 
sion). This took up 178 of my 300 points. What I need next was a Lieutenant and 
some cannon fodder. For my Lieutenant, I like going for two wound dudes, so I went 
with the Mobile Brigada which cost me another 43 points putting me to 221. For the 
front line troopers, I took a group of four Alguacil, Two with combi-rifles, one with an 
HMG, and one with a missile launcher. I figured this would give me a well rounded 
group, and cost me another 65 points taking my total to 286. For the remaining four- 
teen points, I decided to give the Der Morlock Gruppe a try, and the chain-riffle ver- 
sion costs only 7 points, so I could take two, finishing my list. 


Deployment 
For the deployment, both Clay and Mark make their rolls and add their WIP. 
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So, Mark picks 
the west side of 
the board to set 
up, and has Clay 
set up first. Clay 
deploys all his 
models but holds 
back the Szala- 
mandra. The 
Intruder is put in 
the tower peek- 
ing from a cov- 
ered __ position, 
with five of the 
remaining eight 
troops at ground 
level under and 
around the tower. 
The Mobile Bri- 
gada, one of the 
Der Morlock 
Gruppe, and the 
mercenary 
McMurrough 
deploy a bit more 
forward behind a 
small building. 


Mark then de- 
ploys all his 
army, a grand 
total of four mod- 
els, positioning 
his sniper (The 
Shrouded) on a 
high tower 
(deployed as a 
camo marker) 
and the — other 
three close to- 
gether on the 
southern part of 
the board where a 
long firing corri- 
dor down _ the 
roan exists. Clay 


Charontid - Plasma Rifle 


Morat - Combi-Rifle 


Shrouded - Sniper Rifle 


Avatar - Heavy Grenade Launcher 


Alguacile — Combi Rifle 


Alguacile - HMG 


Alguacile - Missile Launcher 


Der Morlock Gruppe 


Intruder - Multi Sniper Rifle 


McMurrough 


Mobile Brigada 


Szalamandra Squadron 


finishes the deployment by placing his Szalamandra between his two groups of foot 
soldiers. After the deployment is completed, Mark and Clay do the Initiative roll and 
this time Clay comes out on top and chooses to go first. 


Turn 1 


Clay first determines his orders. He has ten models one of which is his lieutenant, so 
he get 10+1 orders. But before he can use his orders, he has to move his three impetu- 
ous troops which are his two Der Morlock Gruppe, and McMurrough. All three are in 
the LOS of Mark’s well placed sniper, so he comes out of camouflage and takes and 
ARO against each of the figures as they try to dodge their way forward. For McMur- 
rough the Shrouded misses flat out, one of the Der Morlock Gruppe escapes injury due 
to effective dodge, but the second jigs when he should have jagged and get hit. Dam- 
age is 15, and his armor roll of 1 is not nearly enough to help him and he takes a 
wound which in this medic free game counts as a kill. 
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Clay then starts with his order by having the Intruder fire on the enemy sniper that is 
casually taking out his troops. Of course the Shrouded returns fire, and the Morat also 
happens to be in position, so he too takes an ARO to fire at the Nomad sniper. 
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Clay scores one hit and forces the Shrouded to make an armor roll, which he then fails 
and he takes a wound. The Shrouded has an AutoMedkKit so he is not immediately 
counted as killed. In fact, we were not sure if the AutoMedKit has a time limit that it 
can be used or not, so it the absence of immediate clarification, we said that there was 


no time limit. 


Sa AC 
a a 


For Clay’s next order he turned the loving attention of his sniper on the Morat that 


took a shot at him. The Morat returns fire, but both fail to score any hits. 
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Clay opens fire again, but this time the Morat chooses to dodge rather than return fire 
but stills gets hit once. He too fails his armor roll and takes a wound. He doesn’t have 


anything to help him, so he is counted as a kill and removed. 
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Clay has no remaining targets, so he uses the remaining eight orders to move all the 
troops on the ground forward at a run. 


Mark now gets to go and since he has lost two of his four models for the purpose of 
figuring orders, he now only has 2+1 orders to use. His first order is to move his Ava- 


26 


his ARO. 


This time the Avatar shoots again at the Intruder, and moves afterwards. This time the 
Avatar scores a hit, and the Intruder fails his armor save and falls as a casualty. The 
Charontid spends the last order running up to where the Morat had fallen from sniper 
fire. 
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Turn 2 

Clay has lost two model so his order bank drops to 8+1, and he also now only has two 
impetuous models left after losing one of the Der Morlock Gruppe. The remaining Der 
Morlock Gruppe takes an ineffectual shot at the Charontid with his pistol, and McMur- 
rough decides to try a flanking maneuver and moves up the North side of the central 
building to try and get behind the Avatar. 
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This time, Clay start off the turn by using five of his orders to re-arrange his Alguciles. 
The purpose is to avoid losing them in the crossfire that the Szalamandra Squadron 
intends on generating. The problem is that the Charontid has a plasma rifle which is a 
template, weapon, and if Mark could point it in any direction (and the rules don’t say 
he can’t) then he could potentially wipe out the troops behind the "Szalamandra" 
Squadron with it. A total of five orders are used to get them out of harms way. With 
this accomplished without incident, Clay then gets into the meat of his turn by moving 
the "Szalamandra" Squadron up to the corner of the building and opens up on the 
Charontid with his magnet cannon. The Charontid returns fire. Clay’s TAG scores a 
hit, and after the Charontid fails its armor roll, it takes a wound but is not killed. 
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The TAG does not let up and continues the barrage at the Charontid. This time the 
Charontid chooses to dodge, but even then gets peppered and takes another wound. 


The Charontid has the “no wound incapacitation” ability so still stays in the battle. 
Rather than take a guts check this time, it voluntary goes prone in hopes of getting out 


of the TAG’s line of fire 
a 


Squadron 14 3 +3 3,5,6,7,18 | Three Hits 
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The tactic does not work, as the TAG still has LOS and opens fire yet again. This time 
he only scores one hit, and the Charontid makes its armor save, and then moves out of 
LOS of the TAG. Clay not only has one order left, which is not enough to mount 
much of an assault, so he backs his "Szalamandra" Squadron up to make it harder for 
him to be shot at by the enemy. 


Mark didn’t lose anyone this time, so he still get 2+1 orders, and he proceeds to put 
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them to good use. The Avatar points his heavy grenade launcher in the air towards the building behind , 


which the Nomad forces are hiding and takes a speculative shot. The Shot hit and takes out three of 
the five models struck. 
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The Avatar, hearing the screams of the dying decides that he must have done well, so fires again for 
good measure. This time he hits again, and takes out the remaining Alguacile. The Mobile Brigada, 
makes it through both attacks without injury. 
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Result 


For the final order, Mark moves up the Charontid and takes a shot at the Der Morlock 
Gruppe who returns fire. The Morlock is outclassed and goes down to heavy hitting 


plasma rifle. 
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Turn 3 

For the start of turn 3, Clay is now down to three models, and only a single impetuous 
model. This gives Clay 3+1 orders, less than half what he had last turn. For the Im- 
petuous move, McMurrough decides that enough is enough and run along the north 
side of the building hoping to get behind the Avatar. The Avatar sees him and takes a 
shot as an ARO, but misses clean. 
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For Clay’s first order, he moves his Szalamandra Squadron back up to the corner of the 

building, and once again tries to take out the troublesome Charontid, who tries to 


dodge as his ARO. This time the Charontid’s luck has run out, and is splattered all 
over the street. 


Result 
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For the second order, Clay send in McMurrough but since he can’t get close enough 
for close combat, he moves and fires his two chain rifles at the Avatar who of course 
fires back with his ARO. Since this is direct placed template, we do not treat this as a 
head to head roll. The Avatar hits McMurrough, but he passes both his armor roll and 
his guts check, so he is unaffected. The Avatar manages to save against one of the 
chain rifles, but not the other and takes a wound. 
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Guts roll is aa 12 vs a WIP of 14 — pass 
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For the third order, McMurrough charges the Avatar who countercharges for a nice 
grand finale. McMurrough has Matial Arts L3, so he gets to strike first if he chooses, 
and he does. He rolls a 17, which is a critical hit, and gives the Avatar his second 
wound. The disadvantage of going first is that the roll is not a head to head roll, so 
now the Avatar attacks and also hits. His close combat weapon is explosive, and 
forces McMurrough to make three armor saves, of which he passes only one, so he 
takes two wounds. 


McMurrough, having taken a wound, transforms into the Dog Warrior! But Clay is 
forced to used his last order for his Mobile Brigada (his Lieutenant) who does little 
more than to climb to the roof of the center building and run towards the action. 


Mark has only one functional figure, so he is down to 1+1 orders. His first is of course 
to fight McMurrough in hand to hand combat. McMurrough again use his martial arts 
ability to strike first and not only hits the Avatar, but is able to give the Avatar its last 
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wound, so it goes down. Mark uses his last order to try and heal his Shrouded, and 
rolls an 11, which is enough to heal the Shrouded. However this ends the turn, and 
since even with the Shrouded, the Combined army has lost more than 75% of it’s 
force, so the game is called, with the Nomads being declared the victors. 


Clay’s closing comments 

Wow, that was a fun game. We have really grown in our understanding of this game, 
but even so, I found that there are still plenty of things I could have done a whole lot 
better. I did learn that bringing some cheap troops is a must to have a good supply of 
orders to use. I though my biggest advantage at the start of the game was the differ- 
ence in the number of orders I had to use. I’m not so sure I used this advantage to its 
best, but I know I did count on it defensively (I didn’t have to worry about one guy 
running down and ripping me a new one all by himself). However, I did learn a rough 
lesson about heavy grenade launchers. I mean ouch! In that second turn, with only 
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three orders, Mark knocked out 5 of my 10 models. After that, I thought I had lost the 
game. But then I also happened to learn just how devastating hand to hand could be 
against the Avatar. I was actually afraid I would never hit the Avatar with normal bal- 
listic weapon due to its optical disruptor, but neither did I think McMurrough would be 
able to take him only by himself. This was a great game that really see-sawed back 
and forth and had us both on the edge of our seats for a while. 


Mark’s closing comments 

I definitely have to echo Clay’s thoughts that this was a very enjoyable game to play. I 
figured out shortly after the start of the game, right about the time when my Morat got 
killed and my Shrouded was rendered unconscious, that my experiment of quality over 
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quantity was headed in the wrong direction. That doesn’t mean that wish I hadn’t 
taken the Avatar because I really wanted to see him in action, but a 300 point game is 
really not the place for him. I’d say that our next game will be in the 600-750 point 
range and you’|I definitely see my “Big Red Machine” again. 


Clay had me out-ordered from the beginning and even when I was able to dramatically 
reduce the size of his force through some well placed speculative fire shots it was still 
not enough to fully turn the tide. After the game I found, as I frequently do with 
games that are still kind of new to us, that we made a slight error with Clay’s orders. 
We processed his Impetuous orders correctly, making those with them go first with an 
extra order that has some restriction on how it can be used, but our error was with his 
Irregular orders. Irregular troops do not contribute their order to the general “pool” 
and have to use it exclusively for themselves. Thankfully, it really wasn’t that big of a 
deal as the irregular troops did take actions in most of Clay’s turns and I don’t think it 
would have impacted the outcome of the game, but it’s something that we’ll be sure to 
keep an eye on in our next game and be sure to do 100% correct. Infinity is a game 
that we really like, but there are a ton of special abilities and equipment rules to know 
and while you can get a lot of stuff into your head from reading the book it’s in the use 
of these rules on the tabletop where they really start to gel. So, that means we need to 
play more! 


In some of our previous games we had not seen hand-to-hand combat really shine and I 
had read on the Infinity forums of Antipodes taking down an Avatar and had initially 
thought that it must have been a fluke. Well, after seen McMurrough (a Dog-Soldier 
and not an Antipode, but what I’m getting at is still relevant) stand toe to toe with the 
Avatar and eventually take him down I’m convinced that hand-to-hand is very viable 
in the game but it requires a great deal of finesse. With my Combined Army force I’ll 
have to see how the Hungries do in this capacity, but my Ariadna army is ready to go 
with Antipodes, Dog-Soldiers and Highlanders. 


After the game Clay and I talked about how my speculative fire shots crippled his 
army and at the time how he thought it might cost him the game. In retrospect I think 
that it helped give me turn two, with turn one pretty firmly given to Clay if you’re 
keeping score, but it was definitely the third turn of the game that won it for Clay, but 
it could have gone to either of us. Had I won the close combat and killed McMurrough 
Clay would have still had an advantage but I would still be on semi-decent footing. 
The Mnemotencic ability of the Charontid, and then the Avatar, to transfer the essence 
of my Lieutenant saved my bacon but those two guys are plenty expensive. It’s nice 
not having to worry as much, or in the same way, about the loss of your Lieutenant and 
gives the Combined Army a different feel from the others in the game. 


It seems that my battle report record is intact and I’ll just need to keep plugging away, 
but it’s not like I’m going to turn down another game of Infinity so we’ll be slugging it 


out again soon. 


Played by Mark Theurer and Clay Richmond 
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07100 Mitso-Ta Kikyu (N Scale) $9.49 
Designed by James Burrell 

This is the first of the larger, N Scale, CAV mod- 
els that I've gotten my hands on and before even 
handling it I liked it. Many of the vehicles for 
CAV have been up-sized to fit in the same scale as the CAVs and this aircraft comes 
with three pieces, the plane itself, a stand and a hex base. All of the parts are metal 
and each needed a bit of cleaning to trim off some excess tiny bits of metal from the 
molding process, but there were no defects. The plane had a visible, but relatively thin 
and easily removed, mold line around the cockpit. The wings are large enough to be 
carefully bent if you want to make them lay flat instead of with a slight downward 
bend, which is how they are right out of the blister. I saw no degredation in the details 
from up-sizing the model and you could easily see an infantry-sized model sitting in 
the cockpit. I like that it's in scale with the rest of the CAV models and my only deci- 
sion now is if I leave it on the stand that it comes with, which is about an inch tall, or 
extend it using a metal rod to be at a slightly higher altitude. 


07101 Hedgehog APC (N Scale) $12.99 
Designed by John Ross 

Another of the newer N Scale vehicle models is the Hedgehog that transports infantry 
from here to there. It comes in four pieces and is about the same size as the Kikyu but 
is heftier when held. Two of the pieces are the base and stand and if I adjust the height 
of the stand for the Kikyu I think that I'll leave the 
Hedgehog at the 1" height since it's more of a 
transport for troops rather than a fighter. The un- 
derside of the model reveals that much of it is hol- 
low, or else it would be even heavier than it is. It's 
not heavy like it will bend the flight stand but it's 
got some heft to it. The cockpit is a seperate piece 
and where it connects to the main body had some 
bits of metal from the molding process that had to 
be clipped away before they could be joined. The 
model is a bit heavier to the rear but when glued to 
the flight stand, and the flight stand to the base, it 
should be fine and not tip over. There were a few 


thin mold lines here and there but it cleaned up pretty quickly. Like 
the Kikyu, it up-sized well and while doing this has caused a price 
increase for the larger models I think they will look very good on the 
game table and it makes using vehciles in CAV more attractive to 
me. I'm sure that enterprising players of other mech games could find 
uses for both of these models and I'll be using both of them to build a 
CAV force centered around flights of fighters and infantry that get 
dropped off near objectives. 


7110 Merlin Armored Transport $15.99 
Designed by N. Nowatzki 

Here's the last of the 
recent larger scale 
CAV models that I got to take a look 
at. Since I'm going to try to build a 
workable force around infantry and 
vehicles, with actual CAVs taking a 
lesser role in the army, it's natural 
that I'll need a way to transport my 
troops around the battlefield and the 
Merlin looks like it will fit that role 
just fine. It comes in six pieces (two 
make up the base) with two of them 
being VTOL engines that fit onto 
both sides of the fuselage. These can 
be attached to point in any direction, but you'll probably want to make sure that they 
are pointing in the same direction when you glue them on. The tail section of the 
model is a seperate piece and fits up to a flat edge on the main body. There was more 
cleaning needed on the main body than any other piece. The mold line was visible 
mostly around the front small wings and the back end, the flat part where the tail sec- 
tion connects, needed to be cleaned of a few metal bits. The base that I 
got is different than the one pictured. Mine is a metal flight stand and a 
large round metal base that's almost 2" across. It definitely won't tip 
over. A good amount of the main body section is hollow but you won't 
notice it during play unless you have the model up on a high flight stand 
where you can look at its underside. I'm happy with this model just like 
the other larger (in proper proportion with the CAV models) ships and 
think that they will look very cool on the table. 


03239 Krug, Hill Giant Chieftain $34.99 

Sculpted by Tre Manor 

This tall monster comes in five large pieces that all went together quite 
easily. The body is split at the waist and while there was a little clean- 


ing needed around his tummy there was no 
visible seam once the two halves were put 
together. There was a small, thin metal web 
by one of his feet but it was easily cleaned. 
Mold lines were only found on his head and 
right arm. On his head it was quite faint and 
ran across the top of his bald dome and was 
taken care of in just a few seconds. On his 
right arm, which is carrying a spiked club 
that’s as large as an ogre is tall, there were a 
few similarly faint mold lines that were not 
really any problem. Tre Manor has a dis- 
tinct style that I’ve come to be really fond 
of. He sculpts with great detail, down to the 
bulging muscles and veins on the giant, and 
also with a sense of meanness or ferocity in 
his monsters. 


In addition to the large spiked club the giant 
wears a little armor in the form of animal 
skins and a few bits of plate. A belt, com- 
plete with shields from normal sized adven- 
turers surrounds his waist and three skulls are tied to a rope around his neck. A very 
nice additional detail are the mutton chops on his face. This is an awesome model that 
would make a very suitable addition to a Reven Goblin army in Warlord, along with 
the existing Hill Giant model for that army. Of course, if you’re going to run the G- 
series of D&D adventures he would fit perfectly into G1. 


03245 Bugbear Bully $9.99 

Sculpted by Tre Manor 

This is one massive brute of a model and he accurately reflects his name. The Bully 
comes in two pieces with the shield needing to be glued on to his left arm. His large 
spiked club was slightly bent in the package but the shaft is thick enough to easily 
bend back without warping or breaking. He's not wearing much in the way of armor 
(some cloth, leather and scale) but he's massively muscled and has a ferocious look on 
his face. Even though the plane that the figure sits on is somewhat flat his pose is not 
negatively affected by it because the shield adds some angles that are jutting off of the 
model and the flexing of his arms and chest give the model an extra dimension of 
movement. He fits in very nicely with the rest of the recent Reaper Bugbears and all 
of them will make for a nice war-party. My only downside is that the base that he's 
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14431 Darkspawn Tunnel Knight $4.49 
Sculpted by Gene Van Horne 
and 

14437 Darkspawn Priest $7.99 
Sculpted by Werner Klocke 

Two, actually three, new additions to 
the new Darkspawn evil gnome faction 
are found here and any concerns that I 
might have had about them being done 
by different sculptors was pretty 
quickly put to rest. These guys look 
just fine standing next to each 
other. The Tunnel Knight is a two- 
piece model that carries a large shield 
and a short spear that 
has a very large ser- 
rated blade on the end 
of it. The spear and 
right arm are a sepa- 
rate piece that goes 
into place’ eas- 
ily. There wasn't 
really any cleaning 
that was needed for 
this guy and he was 
based and ready to 
prime in just min- 
utes. He wears heavy 
plate armor with just 
part of his face, his 


standing on is going to be difficult for 
me to fit onto a 1" square so I can use 
him in my new Reven Warlord army 
(which is seen earlier in this issue of 
FR). He'll be an immediate addition 
to the unit of Bugbears and will also 
be an additional new threat to my 
players when D&D4 comes out. He's 
my pick of the litter for this issue's 
group of Reaper minis. 


feet and hands exposed. I like the way that they have been painted with the flesh a 
bight color to contrast with the darker, somewhat muted armor and will do the same 
myself when I paint them up. 


The priest could pass for a dwarf if you like. His familiar (servant?) is a nasty looking 
little creature that's carrying some kind of stone that's covered with runes on his 
back. He, the priest, carries a large, wide bladed knife in his left hand and has a primi- 
tive looking axe in his left and a large sword that goes on his back. These two weap- 
ons come as separate pieces and each easily fits into place on the body of the 
model. There was a visible mold line across his head that reached down to part of his 
armor but it was neither thick nor difficult to remove. There are many small tablets or 
ornaments that hang off of his armor that have runes sculpted on them that will be easy 
to pick out when painting. I probably won't dive into building a Warlord army around 
them but do have plans for some D&D4 encounters in the Underdark where they will 
fit in just fine. 


03243 Swamp Shambler $6.99 

Sculpted by Michael Brower 

The Shambler is a solid cast single piece model 
with an attached metal base. This ugly monster 
looks to be based on the comic book version of the 
“Swamp Thing” except that this thing’s hands look 
a bit more “swampish” then the dude in the comic 
books. In fact, if you have any misconceptions, 
this guy definitely looks like a guy that is bent on 
doing you some harm, and not someone that may 
be concerned about your current status with the 
local Rotary club. For this particular model, mold 
lines are almost immaterial due to his “swampish” 
look, and what few extra metal spurs I found, well, 
you can clean them off, or keep them as part of the 
look. The model is fairly tall being a total of over 
two and a half inches tall, but the base is large 
enough so that is still not likely to fall over during 
normal use. A cool model that is essentially ready 
to paint right out of the blister. 


03247 Nanuranidd, Dark Elf $3.99 

Sculpted by Derek Schubert 

How about the name this guy has? Let’s see you say that ten times real fast. At any 
rate, this guy is a single piece solid cast model with his own metal base attached. The 
base is rather small, meaning that it does not take a very big bump on the table to send 
him sprawling, so I would recommend remounting him on another larger base if you 
plan on gaming with him. There is one support post attached to the corner of his flap- 
ping piece of clothing going down to the base. Beside that, this is an extremely clean 
model with just about zero effort needed for the rest of the cleanup. The other stun- 


36 


ning thing about this model is the detail. There 
is simply a boatload of exquisite detail all over 
this bad boy. The amount and quality of the 
detail on this model makes it a good candidate 
for a painting contest. He is also comparatively 
adjustable as both his arms are not molded to the 
body and can be bent to different positions with- 
out too much work. This is very cool model that 
I have to say is one of the best pieces of work 
I’ve seen this issue. 


03251 Finaela, % Elf Pirate $3.99 

Sculpted by Patrick Keith 

Finaela is a single piece solid cast model with its 
metal sculpted base integrated into the model. 
She is armed with a rather large cutlass 
and a single shot pistol in her off hand. 
Regardless of her chosen profession, 
she is definitely a lady that is easy on 
the eyes, and not overly modest. You 
can see her elven heritage in her facial 
features, but the rest of here looks 
pretty much like human proportions. 
The base is nicely done both in size and 
texture being round and sculpted to 
look like the deck of a ship. Mold lines 
are mild and there was only a single 
spur of excess metal on the blade of the 
cutlass. Due to the nice base, she is 
well balanced and very stable. Her 
attire is typical for what you might ex- 
pect to find on a gorgeous half elf pi- 
rate, and if I were to guess, I think she 
is probably one of the captain’s favorite crew members if not his first mate. This is a 
good model that will make a nice addition to any pirate collection. 


03252 Anatole, Male Pirate Harpooner $3.99 

Sculpted by Derek Schubert 

Here we have another pirate model, but this time it’s a guy and a harpoon chucker at 
that. The model is a two piece model with an attached metal base. Besides the main 
torso, the second piece is his left hand and the harpoon that it holds. The second piece 
comes attached to the base and also to the model with small support posts, so these will 
need to be trimmed off. There are mild mold lines in places were they are easily re- 
moved, but there is no trace of flash or other excess metal, so this guy cleans up fairly 
quickly. The base is a tad narrow so his side to side stability could be better. They call 
this guy a pirate, and for sure he can fulfill this roll with ease, but there is nothing in- 


herently “piratey” about the model, so he 
could just as well fill roles outside the pirate 
genre. He does have a tambourine attached to 
his hip adding a bit of unique personality to the 
model. This is another good model with very 
nice, and very clear and distinct detail. 


03253 Jungle Girl w/ Sabretooth Tiger $9.99 
Sculpted by Werner Klocke 

Here we have a pretty good likeness of Raquel 
Welch in her movie “One Million Years BC” 
complete with a prehistoric looking little kitty. 
The model has a total of five pieces to it. Two 
of which come attached on a common sprue. 
The two pieces on the sprue are the tail of the 
tiger, and the girl’s right arm which happens to 
be holding a long stone tipped spear. A third piece is the head of the tiger and it at- 
taches at the neck of the animal with a substantial ball in socket joint. The last two 
pieces are the torsos of the girl and the cat. The girl and the tiger, although they are 
not physically attached, are not meant to be used independently. She has her legs an- 
gled in a way to accommodate the large cat that looks 
rather odd if she is not with him. She also has her hand 
extended as if patting the big fellow, and that looks like 
some sort of dance move if the cat is not there. The cat on 
the other hand looks fine, if not too excited, without the 
jungle girl. The only mold lines I could find were on the 
smooth legs of the nearly undressed jungle girl were they 
are almost impossible to hide. The only other cleanup 
would be the removal of the sprue and a couple of metal 
spurs here and there. Besides her spear, she also has a 
stone knife tied to her upper leg with a strap of leather. I 


skeletons. 


you can put together one heck of terror inspir- 
ing army for the Darkspawn. The model is a 
single piece solid cast model, and comes with 
both a square plastic slotta base and a Warlord 
data card. This dude lives up to his name (no 
pun intended) and is a hellish apparition of evil. 
He is mostly skeletal, but he is definitely more 
substantial than your normal run of the mill 


reaches a total of two inches tall, but even with 
all his protrusions and slim structure, he is 
nicely rigid and not subject to casual damage. 
Normally, for a model like this, many of the 
slim extensions end with a number of metal 
spurs, but I am happy to report that for this guy 


a very clean model with no visible mold lines, nor is there any flash or 
even metal spurs that I could find, so this guy is ready for painting right 
out of the blister. The lower half of the model is essentially a cloud of 
smoke issuing from the magic lamp, so there is not a whole lot of opportu- 
nity for detail. This is made up for in the top half of the model. The detail 
in the face of the genie is one of the more impressive faces I’ve seen, and 
that attention to detail is carried to the rest of his upper body, and attire. I 
rather doubt this model will be used a whole lot in your typical parties, 
unless a member actually finds a magical lamp and carries it around with 
him, but I can easily see this model making for a very interesting encoun- 
ter with this nicely unique model. 


14432 Lesser Devil, Darkspawn Grunt $4.49 
Sculpted by Tim Prow 

If this guy is just a simple grunt for 
the Darkspawn, then I’m thinking 


With his weapon and base he 


think I would suggest mounting these two on a secondary 
base and use them as a pair, or perhaps with a diorama. 
This is a fun and very collectable model. 


that does not seem to be the case. I found only a couple spurs, no flash, and only the 
slightest traces of mold lines. The model is nicely balanced and has no stability issues. 
I like this model enough that I would suggest its use in other venues as well as in War- 
lord. 

03254 Naseer, Genie of Hakir $8.29 

Sculpted by Gene Van Horne 

Naseer is a single piece solid cast model of a classical genie 
in a lamp fresh from the Aladdin tradition complete with 
the magical lamp. This guy has a base, but it is pretty small 
for the size and proportions of this model. However, since 
this may be a model that you use in encounters rather than 
prolonged gaming, you may or may not be interested in 
mounting it on a secondary base. The genie stand almost a 
full two inches tall and his beefy shoulders are wider than 
the base, so this guy has a bit of metal to him. The figure is 


14434 Succubus Warrior, Darkspawn Adept $6.99 

Sculpted by Bobby Jackson 

This model is comprised of two solid cast pieces, a square plastic 
slotta base and a Warlord data card. For the two pieces, one is her 
set of wings, and the other is the rest of her. She is in a one foot 
stance with one of them raised off the ground. There is a support 
post connecting her raised foot to the base tab, so this will need to 
removed and cleaned off. She also has a little bit more flash and 
metal spurs on her than I’m used to seeing on a warlord model, so 
there will be some more cleanup needed beyond her support post. 


The sword that she has outstretched behind her back is not overly 
rigid, so it may need to be straightened, especially if it is bent in 
such a way as to interfere with the placement of her wings as it 
was on mine. She has what looks to be a clawed and spiked 
gauntlet on her right hand which does a good job in giving her a 
more menacing look and extra personality. I think it would very 
cool to have a squad of these blood thirsty vixens dropping out of 
the sky on a surprised party. This model is obviously useful as a 
monster in RPG games as well as in the game of Warlord. 


03259 Classic Horror: Wolfman $3.99 

Sculpted by Gene Van Horne 

Off the movie screen and on to your gaming table this miniature 
definitely looks like the Wolfman from the classic movies. He’s 
wearing a shirt and pants to help you realize that he was once 
human, but after that he’s all wolf. His arms are outstretched and 
his face is growling, looks like he’s posed for the attack. The base is very sturdy and 
modeled to look like the outdoors. The face, hands and feet are all covered in nicely 
textured fur that should take in a good wash and highlight well when dry brushing. 
This miniature is pretty clean coming out of the blister. There was no flash that needed 
to be clipped off. There were some minor mold lines on the pants and arms, but I was 
able to clean it up pretty easily. This model comes all in one piece so no assembly 
required. 


03257 Dilean Softstep $3.99 
Sculpted by Tre Manor 
Dilean Softstep is a half-elf rogue sporting two daggers with a short bow and quiver on 
his back. He’s poised for attack and the grin on his face makes you think there will be 
some trickery involved (which might involve the dagger on his boot!). He’s dressed in 
light armor with knee high 
leather boots and he’s equipped 
with lots of small pouches. 
Pointy ears definitely give him 
away as having Elven ancestry, 
but his very muscular arms don’t 
leave an impression that he’s 
very delicate. The base is very 
sturdy and detailed so that it 
could be painted as a dungeon 
floor or city street. This model 
comes out of the blister fairly 
clean with some small pieces of 
flash to clean off and hardly any 
mold lines. Dilean is a one piece 
miniature so you won’t have to 
worry about pinning or gluing. 


Callie, Female Rogue with Bow $3.99 
Sculpted by Gene Van Horne 

Callie is a nicely detailed archer with a 
lot of small details. Her head is hooded 
so that only the nose, mouth and chin 
are visible, so you can use her as pretty 
much any humanoid race. The cape has 
a lot of deep folds that will allow you to 
draw focus to it with some highlighting. 
The bow is detailed with some gems 
and a dragon-like head at each end of the bow. She’s wearing 
light armor although the greaves look to be metallic. The base is 
big enough to keep the miniature stable and is textured to be suit- 
able for either a dungeon floor or city streets. This miniature 
comes as one piece so no assembly is required. Coming out of 
the blister there was some minor flash to clean off and a piece of 
metal is attached between the bow and base to keep it from being bent. There were 
only a couple of small mold lines on the greaves but they were easy to clean up with 
hardly any time or effort. This will make a nice addition to any table top needing a 
female archer especially if you want the focus to be her bow. 


14433 Ursula, Bear Rider Captain $15.99 
Sculpted by Bobby Jackson 

After you’ve collected a ton of miniatures over the years it gets to be rare when one 
really stands out. This one made me say, “Wow!” I really like the look of this minia- 
ture and think it’s a great addition to the Dwarf army of the Warlords line. Ursula is 
decked out in heavy armor and hefting a 
very large sword over her head, and if that 
isn’t intimidating enough for you she’s also 
riding a bear that’s posed to strike! One of 
the coolest details I noticed right off was the 
fact that Ursula has an eye patch over her 
left eye and therefore the left eye-slot on her 
helmet is also covered with a patch. The 
blister comes with a slot base for cavalry 
sized mounts, but this model has a large 
enough metal base that you wouldn’t neces- 
sarily have to attach it if you don’t plan on 
using it for Warlords. This miniature comes 
in three pieces. The largest piece is Ursula 
and the bear, the other is her right arm hold- 
ing the sword and the last piece is the bears 
arm posed for the strike. Both have sockets 
to make attaching them easier but I would 
definitely consider pinning them as they are 
both stretched out enough from the minia- 
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ture that they will probably 
get tested for stability during 
travel. Cleaning was easy as 
there were no mold lines and 
just a few pieces of flash to 
clean up. This miniature is 
definitely one to consider in 
my opinion and should be fun 
to paint. 
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Well as anyone with kids knows, babies bring chaos and here at HF Central that is no exception. Luke is now 14 weeks old and | 


Pane Kulan, Reptus Rogue have completely lost the last 14 weeks amidst sleepless nights and daytime exhaustion. However the show must go on! 

5.99 

Sculpted by Jason Wiebe We had an excellent response from the Area 51 sculpting competition and the judges had a very hard choice to make in some of the 
So what happens when a categories. Eventually the 5 winners were announced and the next edition of FR will hopefully bring their release into the HF ranges. 
large snake grows arms? 

Easy, he equips himself with The 'White Metal’ project is continuing to attract a diversity of sculptors and overall the response has been excellent. | still need to 
a large backpack, lots of update this section of the website with the greens | have tucked away & | hope to do this when the kids go back to school in January. 
pouches and a couple of 

samurai swords. Ok, maybe Recents releases have included a very kinky Chaos warrioress, numerous Adventurers to join your Post-apocalyptic zombie-fighting 
not, but that didn’t stop Ku- forces, some British Bobbies to obliterate cults and nasty groups of people, a new version of Zombie Queen Taxxis and some new 
lan from doing that his way! Grymn to bulk out your troops and the variety continues with a cute female dwarf. Check out the 'Latest Releases’ advert 
Kulan is part of Reaper’s somewhere in this issue. 

Warlord line of miniatures 

and he looks pretty sharp. I As usual the hotbed of gossip and previews can be found by linking through the website to the 'Forum of Doom' where you get 
really like the detailing on more info than i can squeeze onto the website and updates with pretty pics from Kevs workbench. 

this miniature with all the http: f nu mM Li 

equipment. It would have 

been easy to really make this Well thats all folks until the next edition. As always many thanks to those 

concept look bizarre but this i E i Se 7 @) 

one is a nice sculpt. Kulan 

fits into a regular slotta-base Thanks lots 


and goes in 3 pieces. Each of 


the arms will have to be attached, but they are designed to fit in very snugly. Kulan is sticking his tongue out and that could easily be 
knocked off if you’re not careful in travel. The scales are very well done on Kulan and will really stand out after painting. One tiny 
piece of flash is all I had to remove for cleaning up this model, so most of your pre-primer preparation will be attaching those arms. 
Kulan will definitely make a nice addition to any Reptus army. 


Reviews by Mark Theurer, Clay Richmond and Rodney Forehand 
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done. There's also a backpack that fits on the 
model and then he's ready to go. The most signifi- 
cant cleaning was on the thin bracing handle, but 
he'll definitely get lots of table-time in my Infinity 
games. 


280118-0098 Kazak Doktor 7,00 € 

Five pieces make up this new addition to my Ariadna force 
and his clothing fits in with the rest of the troops but he's 
obviously less armored and his only visible weapon is a 


® 280120-0113 Ariadna Scout with Ojotnik 7,00 € 
fy The ranks of the Ariadna scouts continue to swell 
Ay with this guy who’s armed with a rifle. I like the 


pistol that's holstered. He's kneeling and going through a soetatai ai ead ad 5) pose of the model very much as it implies lots of 
med kit that sits on the base. His arms are made up of three Razak Bekior ‘movement like he’s running from one piece of 
smaller pieces that fit together just fine but there are several Aladne —— 4) cover to another while dodging bullets, something 


bits of flash that needed to be cleaned before assembly. It's that’s quite likely in a game of Infinity. He comes 
up to the regular high standard of other Infinity troops in in four pieces and needed a decent amount of prep 
terms of detail and quality, but I'm really impressed with the and cleanup before he was ready to be assembled. 
med kit. You can see several pouches and bits of gear in there. There was a faint mold His cape had three small bits of flash at the bottom 
line across the top of his hat and on one shoulder. His right boot is a separate piece end and these were easily clipped off and I found no mold lines. The main body of the 
that fits right into place, where he's kind of resting hit butt on his foot. The arm joints model had two minor bits of extra metal from the molding process and a very faint 
are the thin or weak points that would be the most prone to breaking but I'm not wor- mold line across his head which was easily taken care of without marring the model. 
ried about pinning them as he won't be tossed around the room. Overall, it's a good The arms needed the 
addition to one of my armies and I like the med kit, but the pose is not too dynamic. most cleaning as 
there were bits of 
flash and some thin 
webbing that needed 
to be taken care of. 
The cape attached 
easily to his back but 
Wthe arms and gun 
require a dry fit be- 


280119-0106 Ariadna Tank Hunter with Autocannon 7,00 € 

Wow, what a gun! If the guy holding it is around six feet tall the gun is probably close 
to ten feet long. I love it! Sure, it's probably unwieldy and a bit unrealistically large 
but it just sings to me. Of course, having an Ariadna army myself makes me even 
more enamored by it. There are five pieces that go into this model and the assembly is 
going to take you a bit of time to get it right. The gun and right arm fit onto the body 
easily enough and there was just a very little bit of cleaning needed on these parts. The 


left arm is missing the wrist (it's attached to another piece) goes on just fine, but the HOLOCARD Ref: 0720-011 # cause they connect to 
5 left hand and support Scout ‘aren each other and you’ ll 
handle for the gun is , Ariadna on i want to make sure 


where you'll need ; 4 eel 7 "Se you have them in the 
some patience. The lua r= i re proper position be- 
brace has extra metal @ fore a final gluing. 
that needs to be care- 
fully cleaned before 280613-0105 Combined Army Drone Remotes 22,00 € 
assembly. If you're Boy, there sure are lots of bits and pieces that go into these two models, but I am glad 
familiar with putting to see them as additions to my Combined Army force. First, don't throw away the box 
together multi-piece before sitting down to assemble the models. Drawings on the back of the box show 
HOLOCARD Ree BNOTTIOTOE models then this how to build the four different drones that are available in the army list, but you can't 
TankHunter won't be too tough — build more than one of each so you'll end up with two different drones out of the box 
Ariadna Aubesennes for you but it's not set. You get three different "heads" two right "arms" which are identical, three differ- 
f r like simply sticking ent left "arms / guns", four small wings adn then lots of extra spikes and tentacles simi- 
on a couple of arms _lar to those trailing off the bottom part of the body. Each model went together pretty 
and being easily once all the parts were cleaned but each part needed attention as there were 
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HOLOCHND AG: £806 13-0108 


Drone Remotes 


Combined Army 


small bits of flash and/or metal tabs from the casting process that needed to be 
cleaned. Cleaning probably took me longer than actual assembly even with all of the 
options and parts that I had. In the end you get two very different looking drones that 
could fit in very well as enemy robots in a sci-fi game or in a super-hero game like 
Champions. The set also comes with some blue and orange small wings that are 
printed on clear plastic. I've never had much luck with the acetate thingys but that 
could just be me not being as proficient in assembling models. 


280612-0100 Suryat 7,00 € 

Similar in appearance to the Witch-Soldier and Morat troops in the Combined Army, 
the Suryat comes in four pieces and looks like he's wearing considerably more armor 
than the others and carries a heavy machinegun. Little bits of metal and some faint 
mold lines (the 
most noticeable 
of which was 
along the top of 
Hythe gun), which 
“jare not unusual 
with Infinity 
‘figures, appeared 
Jon all of the 
pieces. The head 
is a separate 
piece and it can 
be positioned to 
face whatever 
direction you 
like. The gun 


HOLOCARD REF: 2606 12-0100 


Suryat 


Combined Army 
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arm can be positioned as in the picture but there's also a bit of play in the joint so you 
can adjust the pose if you like. You can adjust it a lot with the addition of a bit of 
green stuff. The right arm, carrying a long blade, can also be posed a bit more than in 
the picture if you like. There are multiple grenades on his belt and there's a pistol and 
a pouch on his belt. His armor has multiple vents on the back and looks heavy without 
being chunky. I like him, of course as a new guy in my Combined Army force, and he 
would also do well in a sci-fi rpg or even as a baddie in a game of Champions. 


280614-0114 Morat Vanguard Infantry Hacker 7,00 
The Morat get 
closer to a full 
build-out with the 
addition of af 
hacker. The model 
comes in just two 
pieces and was 
very easy to assem- 
ble and needed 
very limited clean- 
ing. He carries a 
hacking device that 
looks line a large 
egg that’s cradled 
in his hands and 
has a few extra bits 
of technological 
gear (like a headset and some kind other kind of device that hangs off his belt) but oth- 
erwise fits in with the rest of the Morat infantry perfectly. In the game this guy is also 
armed with a Combi-Rifle but it’s not part of the model. He does have a pistol on his 
belt and the figure comes with an acetate sheet that has three techno symbols on it that 
can be glued to the figure. I’ve never managed to master that part of the assembly 
process but you might have better luck than me or your model-assembly-fu might be 
far better than mine. 


HOLOCARD REF: 260614-0114 


Morat Vanguard, Infantry 


Hacker, 


Combined Army 


280518-0108 Zoe +II-Well, Engineer and Remote 12,00 € 

There are two models in this blister as you might guess from the title, and as men- 
tioned in that title, one is the engineer, and t he other the robotic remote. The engineer 
is a fashionably clad lady with a pistol on her hip and the strap of a knapsack full of 
gear in her left hand. She is a two piece model, with her left arm and the knapsack it is 
connected to being the second pieces that needs to be attached to the main torso at the 
shoulder. As for the remote (a not so distant nephew of C3PO), it comes in a total of 
four pieces. Three of the four pieces come mounted on a common sprue, and includes 
the two arms and the head of this little guy. Both models also come with a round plas- 
tic slotta base. Both models have excellent and very distinct, detail and for the most 
part are very clean models. Mold lines and flash are not an issue, and the only real 
clean up work needed is on the three pieces mounted on the sprue which have a few 


HOLOCARD Réf: 260516-6106 


Zoe + |J-Well 
flomad: Engineer & Remote 


spurs and the sprue itself which need to be cleaned off. These are a couple of fun mod- 
els, with the remote actually having a comic air around it. Both will be fun additions 
to the Nomad army. 


280219-0109 Swiss Guard 8,00 € 
If you are into cool models, then this is one you may not want to ignore. The blister 
contains a single model for the Pan Oceania army and this tough looking dude comes 
in a total of six pieces not counting the round plastic slotta base that is also included. 
Three of the pieces are small antennas, two for his helmet, and one for the weapon and 
oh what a neat looking weapon it is. The other pieces that attached to the torso at the 
shoulders are the two arms. His right arm totes this very cool looking missile launcher 
that I drooled over above, and there is a big wicked looking knife held in his left hand. 
There are a 


few spurs 

here and 

there, but 

nothing seri- 

ous and 

hardly any 

mold lines to 

speak of. 

The detail, 

as I have 

already 

> HOLOCARD Ref: 260219-0109 hinted at, is 

Swiss Guard jreally well 

__ Missile Launcher done and 
PanOceania p 

msimply 

| makes this 
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-| ing mercenary for hire 


4 spirit of the original 


Blue Table Painting 


Don’t worry we won't tell your wife 


guy look like one of the tougher looking foot soldiers in the PanOceania army. In fact, 
with that little fire iron sitting on his shoulder, he probably is in fact one of the more 
dangerous models that the opponent may be interested in neutralizing early. A cool 
looking and very useful model that may well become a stable in any PanOceania army 
that thinks it will facing a TAG. 


280702-0110 Miyamoto Musashi 7,00 € 
This two sword wield- 


is a reincarnation of the 


samurai who first bore 
the historic name. He 
looks every bit the role 
of a tough samurai al- 
though modernized 
with some sturdy look- 
ing upper body armor. 
There is really nice de- 
tailing on this miniature 
and I really like how 
Musashi looks with a 
nice balance between 
classical samurai and sci-fi technology. This one required a bit of cleanup before it 
was ready to prime. Several molds lines and flash needed to be cleaned up before as- 
sembly. Assembly involves 4 pieces. The upper body and lower body are two separate 
pieces but are pretty easy to connect (I went ahead a pinned them). Last are the two 
swords that are attached to the arms by the hands (hands are attached to the swords). 
The arms and hands have a pretty small contact area so I would recommend pinning 
them as well. The swords are pretty thin so be prepared to store this miniature a bit 
more carefully than some of the more typical miniatures. 


HOLOCARD REF. £00708-01 10 


Miyamoto Mushashi 


Choin Rifle. AP. CCW, CHP. CO 
Mercenaries 


280419-0111 Hassassin Ragiks Hacker 7,00 € 

Every army of the future needs a good hacker so why not use an elite Hassassin 
Ragiks? This figure looks pretty sharp too. I like the light armor look of the Haqgqis- 
lam and this figure is no exception. He may be a hacker but he also packs a big gun! 
There was one small mold line on the extended leg, and some flash that needed to be 
cleaned off. This figure was relatively clean though. The first thing you’ll notice pull- 
ing this figure out of the blister is that there are 5 total pieces. The body is the largest 
piece with each arm being a separate piece and then too fins that count as part of his 
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Queen of/ the Jungle 
54mm 
Sculpted by Gene Van Horne 
30001 $24.99 


U5. SERVICEMAN 


U.S. Serviceman 
54mm j 

Sculpted by James Van Schaik 
30003 $19.99 


_ > COWGIRL 


Ellen Stone, Cowgirl 
54mm 
Sculpted by Bob Ridolfi 
30005 $24.99 


Sculpted by James Van Schaik 


Belladonna 
54mm 


30002 $24.99 


Magnus, Vampire Hunter 
54mm 
Sculpted by Bobby Jackson 
30006 $24.99 


Monique DeNoir, 
54mm 
Sculpted by Werner, Klocke 
30004 $24.99 


jump jet pack. The 
arms and jets all 
have pretty small 
contact areas so be 
- prepared to pin 
these parts on if 
you handle your 
miniatures a lot. 
This is definitely 
one of the tougher 
hacker types I’ve 
seen for any game 
and I can see it 
being used in sev- 
eral of my sci-fi 
regulars. 


HOLOCARD REF: 260419-0111 


Hassassin Ragiks 


: Hacker 
Hagqgislam ‘ 


280420-0115 Izzat Beg 12,50 € 

Seated on the same kind of mono-cycle as the Kum Motarized Troops, Izzat Beg is a 
special character for the Haqqislam faction. The figure comes in five pieces and is 
mounted on a large round base. Each piece needed cleaning but the most significant is 
on the nose of the bike where there’s an extra bit of metal from the molding process 
that needs to be clipped off and filed smooth so it matches up with the rest of the bike. 
The bike is pretty much the same as the other Kum troops and has a single wheel that 
is easily glued into place. The handlebars are a bit thin and you’ll need to be careful 
when cleaning them as there are some bits of flash on them. The foot pedals also have 
some flash but they are not as thin as the handlebars and didn’t need as much cleaning. 
Izzat is nicely detailed but also needed some cleaning of his own. The whole figure 
does go together without much trouble and the bike, all of the bikes actually, make for 
a nice canvas 
if you want to 
get really 
crazy with 
your paintjobs. 


HOLOCARD REF: 280420-0115 


Izzat Beg 


_, Combi Rifle & Shotgun 
Haqgislam 
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280320-0103 Mech-Engineer 7,00 € 

This figure is 
for the Yu Jing 
faction of the 
miniatures 
game, Infinity. 
The first thing 
that I noticed 
about’ the 
Mech 
Engineer was 
the casting of 


HOLOCARD Ref: 260320-0103 


Mech-€ngineer 


Engineer 


was 
one piece. The 
“last few Infin- 
ity figures that 
I have — re- 
viewed were 
all multiple-piece castings. As I have to come to expect from Corvus Belli, the level of 
detail on the Mech-Engineers is very nice. 


Yu Jing 


There were only two bits of flash to remove and I found no mold lines, this makes me 
very happy, as I am not skilled in the ways of the small file. There were only two 
things that I found odd about the figure. These items did not detract from my initial 
impression of it being a very lovely model. Firstly, she has mechanical/bionic arms 
that appear a bit spindly/thin to me. If you go to the trouble of augmenting someone, 
make it impressive. Secondly, the pose seemed a bit odd. She has her right hip thrust 
out to the side and is bent slightly to the left at the waist. I’m not sure what the Mech- 
Engineer is supposed to be doing. She has a grenade in her left hand, but the pose does 
not seem to indicate that she’s in the motion of throwing it. Even with these two oddi- 
ties (might just be personal taste) I have no hesitation about painting and fielding this 
bad girl in a game. 


280321-0107 Tiger Soldier w/ Boarding Shotgun 7,00 € 

As I am a big fan of variety, I was happy to see the release of another Tiger Soldier for 
the Yu Jing. This lovely lady is toting a boarding shotgun. Just like any other Corvus 
Belli product, this model is well crafted and detailed. The pose shows an action orien- 
tation, like she’s moving with a purpose and searching for a target to blast. The figure 
comes in three pieces: the main body, the right arm holding the weapon, and the signa- 
ture Tiger Soldier fin that fits to the up area on the back of the armor. The arm fits to 
the torso using the CB standard ball and socket joint. The fit is clean and no work 
needs to be done here. The left hand is molded onto the shotgun down near the busi- 
ness end. I had to bend the left arm just a wee bit to get it and the wrist to line up. No 
major endeavor. The figure had a couple of easily removed bits of flash and had no 
mold lines. The only bit of real work needing to be down is on the left foot. There is a 


molded support 
connecting the 
foot with the 
base. I surmise 
this is to keep 
that left from 
becoming too 
bendy during 
Hy travel. Small 
clippers and a 
file will take 
ky care of this mi- 
mynor = inconven- 
Mience in short 
gorder. In my 
short time play- 
ing Infinity I have come to realize that you can’t have too many Tiger Soldiers. So, 
this lovely lady will see the field of glory as soon as possibly. She could do special 
things for you, too. 


HOLOCARD Réf: 260321-0107 


Tiger Soldiers 


Yu Jing Boarding Shotgun 


280322-0117 Hac Tao with Missile Launcher 7,00 € 
This is a_ specialist 
unit for the Yu Jing 
army and one that 
looks outstanding! 
She comes in two 
pieces that needed 
very little in the way 
of cleaning. I found 
@ no mold lines on the 
fy figure itself and the 
missile launcher had 
a few bits of flash and 
=) some faint mold lines 
but was easy to clean 
and had no defects. 
a) Assembly was very 
simple as you just 
attach the launcher/arm to the shoulder of the figure and make sure that the left wrist 
meets up with the left hand that’s stabilizing the weapon. The figure is well armored 
but also has a sleek, almost sexy appearance to her pose. The missile launcher has a 
very futuristic look to it that matches her armor's smooth, rounded shape. The details 
on the hoses and wiring is very fine so it might be a bit daunting for novice painters 
but she would be a very good canvas for an experienced one to go to town with. There 
are a lot of large, smooth armor plates to add your own details to, not to mention the 
missile launcher itself that could be done in a variety of creative ways if you are so 


HOLOCARD REF: 260322-0117 


Hac Tao 


Yu Jing Missile Launcher ~ 
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Akalis, Sikh Commandos 
Hacker ! 
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PanOceania 


COPYRIGHT 2007, INFINITY 


inclined. She would make a great player-character in a space-based rpg like Travel- 
ler*° or d20Future. In fact, I’ve been thinking that most everything in the Yu Jing army 
would make quite good Viper agents in Champions. 


280220-0112 Akalis, Sikh Commandos Hacker 7,00 € 

It seems to me that I remember that in the game of Infinity, a drop troop (the Sikh 
Commandos in the case of the PanOceania army) can be a pretty devastating thing if 
used correctly against an unsuspecting opponent. Now throw on top of that, the fact 
that this guy is also a hacker. If that doesn’t open up your options, nothing will. This 
model comes in a total seven pieces and also comes with a round plastic slotta base, 
and a transparency sheet of holographic displays. Normally you think of hackers as 
dangerous geeks, but this well armoured and well armed guy I’m thinking will be a 
threat with or without his hacking capability. There are two sprues, each with two 
pieces attached. One has the two back fins that go with his jump pack, and the other 
has the left arm and left hand as different pieces. There is also an antenna that goes on 
his helmet, and the final piece to be attached is the right arm and the combi-riffle that it 
holds. Due to all the small pieces, there are a number of pieces of excess metal even 
beyond the sprues that will need to be cleaned off, and there is a support post that con- 
nects his left foot, which is raised off the ground, to the base. The model does not have 
any strength or balance issues, but the assembly and clean-up will be more significant 
that your average model. The detail and the “coolness” factor however should more 
than make up for the extra effort. This is definitely a model you will soon be seeing in 
my PanOceania army. 


Reviews by Mark Theurer, Clay Richmond, Rodney Forehand and Brian Ahrens 


ABG2021N CSO Iron Man $13.99 

Fee ion This robot comes in eight pieces, all of which needed 

a bit of cleaning, but this was mostly some small bits 

| of flash here and there and not much else. Mold 

lines, where present were very faint and cleaned up 
in a few seconds. The central part of the model is 
the torso, where all of the other bits connect. The 
limbs connect via ball and socket joints that allow 
for some rotation or posing options. The right leg in 
the picture has more of a bend to it than the actual 
part but this can be accomplished pretty easily if 
you’re careful. He stands on a large round base 
which also gives you plenty of modeling options 
because he doesn’t take up much real estate on the 
base itself. The head fits easily into place between 
the shoulders and the shield goes right on the arm as 
you’d expect. You can mount the gun on either 
shoulder, but it probably looks best on the opposite 
side that the shield is on to balance the look of the model. While it still has a human- 
oid appearance it’s not sleek like the TADS. It’s different enough to add some variety 

to the robots in Rezolution and they can be included in Ronin crews, not just the CSO. 


ABG2023 CSO MIU Hammerer $13.99 

Based on the same chassis as the Iron Man, the 
FELTON Hammerer is another robot, but instead of carry- 
j ing just a machinegun he’s also sporting what’s 
called a “Line Cannon”, which is a beam 
weapon. Assembly is pretty much the same as 
with the Iron Man, but the head is also different. 
Cleaning was pretty much the same with just a 
few bits of flash here and there, but once you get 
the legs secured in the position you want and get 

him attached to the base the rest is easy. 


ABG6005 Toxic Zombies 1 $12.99 

As I’m sure you know by now zombies are one 
of my favorite flavors of monster so getting my 
hands on both packs of Rezolution Toxic zom- 
bies was extra gravy to go with my Thanksgiv- 
ing turkey. In the first pack you get three zom- 
bies, but you could sort of count it as four since the CSO zombie is dragging another 


47 


CSO zombie. 
The leftmost 
zombie could be 
a civilian be- 
cause I can’t pin 
him down to 
looking like on 
faction or an- 
other. The cen- 
ter one has some 
mechanical bits 
on his upper 
body (the only part of him that’s still around) so I’d guess that he used to be one of the 
Dravani faithful. The last two are definitely my favorite and they are suitably grue- 
some. Cleaning was limited to flash but not really anything else to speak of. Painting 
them up in different colors based on previous faction might seem a bit tedious but I’ve 
painted up plenty of modern zombies and found that to be part of the fun. 


ABG6006 Toxic Zombies 2 $12.99 
In the second 
pack you we get 
three more zom- 
bies. One is a 
repeat, the center 
one, from the 
first pack, but 
the other two are 
new. ‘The left 
one is wearing 
platform shoes 
so I’ll say she 
used to be in the 
APAC - ranks. 
She’s also show- 
ing off a lot of 
cleavage, but it’s zombie cleavage so it’s not enticing. The fat guy could be your aver- 
age fat guy civilian that couldn’t run fast enough to get away from the zombie hordes 
that thought he would make some good eatin’ or he might have been an APAC heavy. 


REZOMITION 


One pack of each makes a nice addition to the many modern zombies that I already 
have and they have uses outside of Rezolution in the same way as any modern-ish 
zombies. If I have enough time to get them painted they might make an appearance in 
next issue’s All Things Zombie battle report. 


Reviews by Mark Theurer 


www.thunderboltmountain.com 


PRIVATEER PRESS 


PIP41040 Buccaneer Light Warjack $17.99 

The Buccaneer is the first of the pirate ‘jacks that I’ve gotten a 
hold of and it comes in seven pieces with a medium round base 
and a data card. The upper torso is the main part of the model 
where all of the other pieces will attach. The head sits somewhat 
sunken into the front of the torso, which looks a little like a div- 
ing sphere from the front. The left leg is sculpted with a notch so 
you cannot assemble it incorrectly unless you’re really trying to. 
This sets up the left leg as the main point of stability of the 
model and allows some range of motion with the right leg, which 
doesn’t have a notch. The arms fit onto flat joints on the torso so 
they allow for some rotation around that flat axis but not as much 
as a ball/socket joint might provide. There is a net carried in its left hand. The torso 
and head really didn’t need any cleaning. The arms and legs each had a faint mold line 
that needed to be removed and the gaff was slightly bent in the package, but it’s thick 
enough that I was able to bend it back into place without any damage. Even though 
it’s steam-powered like other jacks the Buccaneer has a look that’s different from the 
other factions in Warmachine. It’s still technological but it is more rounded and looks 
less magical, in my opinion, than some from other factions. I’m going to be running 
The Sinister Secret of Saltmarsh when D&D4 comes out and this guy might make for a 
neat and nasty surprise for my party of adventurers. 


Review by Mark Theurer 


HEW400 Male Gnoll #1 £3.25 


HFW401 Male Gnoll #2 £3.25 

HFW402 Female Gnoll Cleric £3.00 

All three sculpted by Ben Siens 

My affinity for gnolls is pretty well known to readers of FR and it probably started 
back when I got into Chainmail (darn you WOTC for replacing it with D&D Minia- 
tures) and built a Naresh army. 


Hasslefree's "White Metal" line has helped to increase the size of my gnoll collection 
with three new models. The first is a male warrior that's carrying a hand axe and has a 
shield for his left hand that comes as a separate piece. The second is another male, but 
this one is holding a mace over his head and also comes with a shield for his left 
hand. The first is the more dynamically posed of the two as he's in a more combat- 
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=] HFW400 Male Gnoll trooper 


TTT 


ready stance while the second | 
seems to be more threatening 
anyone that might want to 
come near him. Mold lines 
were nearly undetectable on 
them and there were only some 
very tiny bits of metal residue 
from the casting process that 
needed to be cleaned. The 
third is a female cleric (seen on 
the next page), but she could 
easily pass for a warrior too if 
you wanted. She carries a 
hammer in her right hand and 
is pointing with her left. The 
first two models have their 
mouths open, from a little to a 
lot, and she has her's closed but 
her teeth are bared like a dog 
does when it's mad or ready to attack. Unlike the WOTC female cleric that could feed 
a litter of pups with 6 boobs, this one is more humanoid with just two (which are of 
moderate size and not cartoonishly overblown) and has her midriff showing between 
the upper and lower plates of her armor. Her mold line was just barely visible but she 
had no flash that needed cleaning. All three wear plate armor and have lots of exposed 
fur, and flesh in the case of the female. 


Gnolls are a staple in many D&D (and other fantasy) games so there's lots of GM's out 
there that can use these and even though they are different from the gnolls that I al- 
ready have from WOTC and Reaper they would fit in just fine with them. I definitely 
hope that these sell well and prompt Ben Siens to sculpt more of them for Hasslefree. 


HF W300 Heyu, Wizard’s Apprentice £2.75 
Sculpted by Mark Kay 
I love the name of this model; I mean “Hey You” 
is probably a lot more common of a way to ad- 
dress apprentices of all sorts, so having it official 
just seems appropriate. The model is a single 
piece solid cast model complete with a round plas- 
tic slotta base. It’s not a real big model, as it barely 
reaches 1” (and that’s counting the base), but it sure make up for that in individuality. 
The little guy is wearing a large floppy wizard’s hat and his oversized robes are drag- 
ging on the floor which definitely gives him a young childish look. The nice detail for 
the figure is found mostly on the hands and face, both of which are very well done 
with very sharp distinct features, and the puffed out checks of this hard working assis- 
tant really does a good job of giving the model a unique personality. I could find no 
flash, mold lines or any excess metal at all on this model, so it is ready for painting 
right out of the package. In addition, there are no weak points on the model and its 
low center of gravity makes it quite stable. A fun model that could also be used well in 
a Diorama setting. 


Wizards Apprentice 
by 
Mark Kay 


HFW301 Markus, Mercenary/Thief £3.00 

Sculpted by Mark Kay 

This model really does a good job of showcasing Mark Kay’s sculpting ability. This 
guy is just covered from head to foot with very impressive detail making it a very cool 
looking figure. The model is a single piece solid cast metal, and the round plastic 
slotta base is also included. Once again, this model is very clean and I could not find 
any flash or mold lines of any kind. It’s also well balanced, so stability is not an issue, 
and the only part of it that might suffer damage in shipping is the sword which he 
holds away from his body, but even that is rigid enough that I think it will withstand 
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most normal han- 
dling. This is a 
very cool model, 
and if I had to 
pick something to 
nit pick about it, 
it would have to 
be the fact that 
they call him a 
Mercenary Thief. 
He looks a bit too 
well armored to § 
be a classical 
thief, and the} 
model would do 
just fine in quite a 
number of other 
“fighter” type roles, so don’t let the name stop you. 


Mercenary / Scoundrel 
by 
Mark Kay 


HFD013 Haela, Female Dwarf £3.00 

Sculpted by Kev White 

Ok, back to a figure that Kev did for a moment. Here's Haela who's 
wearing bits of plate under a coat that reaches down to her knees, 
carries an axe with a large blade, and has simple horned helmet on 
that she's adjusting with her left hand. She also has a dagger on her 
belt. She’s definitely not a pudgy dwarf female, more of a propor- 
tionally fit short female fighter. That still qualifies as a dwarf to me and while I’m all 
for the more Rubenesque dwarf females (ok, maybe that came out wrong) I also like 
the variety with this figure. The axe and short sword (probably a dagger for a human- 
sized model) look 
properly large when 
compared to Haela. 
She does not have 
loads of extra gear, 
but the details like 
boot straps and rivets 
on her armor are all 
very well done. The 
face is very smooth 
and cleanly done and I 
had first thought of 
the face/helmet as the 
focus of the model, 
and it still might be, 
but I think that paint- 
ing her coat in a nice 
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HFD0O13 "HAELA', FEMALE 
DWARF ADJUSTING HELMET 


bright red (like Little Red Riding Hood) would be perfect for this model and that’s together very well. He will soon be joining my band of cops that you saw in last is- 
what I plan to do. Cleaning for her was basically not needed at all as I found no flash _—_sue's Rezolution battle report alongside other officers from Team Frog, Tactical Minia- 
and no mold lines. She would work well in a unit of dwarves for Warhammer or War- __ tures and Hasslefree. 

lord in addition to her most likely role as a player character in a rpg. 

Sam, as you can see in the picture, is a well-fed officer that hasn't exactly 
kept up with the department's physical agility and weight limit require- 
ments. I guess you get that kind of leeway when the Chief is you dad. Sam 
is a two-piece model that comes with both arms and a shotgun as a separate 
piece that fits right into place on the body of the model. Like Nick, he car- 
ries handcuffs, a billyclub and has some extra pouches for gear but does not 
have a pistol. The mold lines on his legs were a bit more visible than with 
Nick but weren't bad and cleaned up in just about a minute. Sam might not 
\ fit in quite as easily with my other cops as Nick. I'm afraid that I don't have 
the skills to do a hat swap without damaging the figure beyond recognition, 
but I will still paint him up and use him with the rest of my officers and will 
just say that the hat is a souvenir from a fellow officer back in the UK. 


HFA032 Officer Nick £3.50 
HFA033 PC Sam Ford £3.00 
HFA034 Riot Cop Neil £3.50 
All sculpted by Kev White 

If you've seen "Hot Fuzz" then 
the first two figures will imme- 
diately jump out at you as being 
the "not" versions of the two 
main characters of the film. If 
you've not seen the movie yet 
then stop reading this, go watch 
it and then come back. Ok, for 
those of you still with us we 
have two British police officers 
that are ready for action in aF¥ 
zombie-killing (I guess re-/* = 
killing would be the best way to 
say it but there are no zombies 
in Hot Fuzz) or other modern 
era game. Nick comes with a 
shotgun and pistol that are cast 
as part of his arms that are sepa- 
rate from the body. You can 
leave them in the pose in the 
picture or rotate them a bit if 
you like. I'll leave them down, 
I think, as they portray a sense 
of calm on his part that he's 
armed to the teeth and really | 
not worried about what might 
be coming his way. He has an extra pistol 
holstered on his belt, a set of handcuffs, a 
billyclub and a few more pouches for good | ~ 
measure. His bulletproof vest is visible on | 
top of his shirt and there's a bandoleer of 
shotgun shells across his chest. A radio 
shits up by his shoulder and a pair os sun- 
glasses finish off his ensemble. There was | 
a visible mold line (pretty faint though) 
between his legs and a bit of cleaning was 
needed on the arms/guns but he did go 


HFA031 
OFFICER NICK 


For both of these figures, the faces are just superbly done. I'm happy to see 
Kev continue to expand their line of modern era figures and can only hope 
for more like this in the future. These two will definitely be making appear- 
p= ances in future battle reports. 
Riot Cop Neil comes with five pieces, but you’ll only use three of then when 
assembling him. You can put him together to carry either a riot gun that 
shoots tear gas grenades, or maybe it’s a bean bag gun for those less-than- 
see lethal situations where you need to put down some rioting dirtbag, or you 
can have him carrying a shield and a baton which would be put to good use 
clubbing the same rioting dirtbag. The main part of the model is Neil’s body 
HFA033 which includes a helmet with an open visor. His face is revealed underneath 
Constable and I like that it’s sculpted instead of just leaving the face shield down which 
Samuel Ford could have easily been done. He carries several extra pouches along with a 
set of handcuffs. The body needed no cleaning at all, but the weapons, 
which all come together on a metal sprue, each had a mold line that needed 
to be cleaned and that was about it. The arms fit into place at the shoulders 
cleanly and if you go the shield/baton route you can just stick them on and 
you’re done. With the two-handed gun you’ll need to make sure that the 
arms line up properly since both need to hold the gun. He’s usable in any 
police force and he’ll definitely make an appearance along with the rest of 
his mates, above. 


HFD010 Male Dwarf with Axe £2.50 

HFD011 Male Dwarf with Crossbow £2.50 

| Both sculpted by Richard Ansell 

These two dwarves are similar to Haela in that they are not from the fat, 
drunk, barbaric class of dwarves. Ok, maybe they get drunk after fighting. 
They are both more proportionally sculpted rather than in the stereotypical 


manner with their belly’s coming over their belt and wild hair going in every direction. 
They have a more soldierly look to them and part of that is due to their armor and 
weapons. Both wear lots of chain covered either by a padded coat or robes. The shield 
on the first one makes for a nice blank canvas that can be decorated as you like. Both 
carry a bit of extra gear in pouches, but not much. They are both very nice sculpts 
with great detail and needed very little in the way of cleaning. They would do wonder- 
fully as player characters but could also be easily ranked up for a mass combat game or 


could run around as skirmishers. 


HFA035 Morgan £3.00 

Sculpted by Kev White 

Along with the police officers that 
Kev recently finished there are also a 
bunch of new human adventurers re- 
cently released by Hasslefree. Morgan 
is a female that’s wearing a skin tight | 
top and short skirt that’s holding a 
small pistol with both hands. The > 
picture describes this as a 
“concealable” pistol but I can’t tell 
you where she’d put it © 


There was a slightly visible mold line HFA035 Morgan. 

on her legs and skirt, but no flash. Female adventurer with concealable pistol. 
One of the faint mold lines was on the inside of one of her legs so it was a little harder 
to get to but with a steady hand I was able to take care of it without damaging the 
model. All of her details are very crisp and clean and, as is par for the course with 
Kev’s sculptures, the face is really well done. Morgan would do very well as a survi- 
vor in a game like All Things Zombie or in d20 Modern as a player character. You 
could even drop her into Rezolution as a CSO Ranger. 


HFA036 Baker £3.50 

Sculpted by Kev White 

Baker is a two-piece model that comes with a choice of armaments, either an UZI or a 
crowbar. He’s wearing a hoodie with the hood up over his head and is a bit hunched 
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HFA036 ‘Baker’ 
Male adventurer with 
alternate right 
hand/weapon 


over. The back of his 
jacket is bare and is big 
enough if you want to 
paint something on it to 


» team or band logo would 
look good there if you 
can pull it off. I, how- 
ever, cannot pull it off so 
it will probably be a 
solid color when I put 
paint on this model. He’s wearing a 
set of brass knuckles on his left 
hand which could be swapped out 
for another left hand and weapon 
pretty easily if you have one sitting 
around. Mold lines were a bit more 
visible on his legs, but they still 
cleaned up quickly and easily. 
There was no flash, though. Really fine details on Baker include being able to see the 
teeth from the zipper on his jacket and the pull strings on the jacket. His face looks 
tough, but not mean. He could be a low-level crook that super-hero player characters 
could practice their powers on or a survivor in a zombie holocaust game. 


HFA037 Harby £4.00 

Sculpted by Kev White 

This is definitely my (Mark) pick for my favorite miniature from Hasslefree for this 
issue. Harby is sort | 
of a cross between 
“not” versions of 
Hellboy and Marv 
from Sin City, but 
he stays far enough 
away from any nasty 
IP issues to keep 
Kev safe from pesky 
lawyers. Harby 
comes with two 
heads to pick from. 
One is a square— 
jawed guy with a 
crewcut and a pro- 
nounced nose and 
the other has his hair 
tied up in a knot on 


AUTO LUT 


at 


THE FUTURE 
OF SCI FI 
WARGAMING 


top of his head, has bushy sideburns and a more rounded face. Either would work very 
well when assembling him. The head fits fight onto the model at a flat joint. The left 
leg is a separate piece that fits onto the groin area of the model and makes him look 
like he’s walking forward. The arms are also separate pieces and the only option you 
have with the left one is Harby holding a large revolver. For the right, you can choose 
from him holding nothing or he could have a large hand and arm made of stone that’s 
inscribed with arcane runes. Both heads are very well done and each has a lot of char- 
acter. All the details that you’ve come to expect from Kev’s characters are here, right 
down to the laces on his boots and the soles of his boots bearing prints. One very cool 
additional detail is the NIN belt buckle that Harby wears. I really, really like this fig- 
ure and need to find a way to get him into our upcoming All Things Zombie battle 
report. 


HFH039 Valask Syn £3.50 
Sculpted by Kev White 

Wow, this is one scary | 
chick! Valaska Syn is a 
chaos warrior, or is it a war- 
riorette? She comes in three 
pieces (body, arms, axe) and 
had a faint mold line on her 
legs and on the shaft of the 
axe. Both arms are a single 
piece so they connect up to 
the shoulders easily, much 
more so than if they were 
individual pieces. The axe, which is almost as big as she is, stands upright and the 
head sits flat on her base. There are many distinguishing features to this miniature. 
First, she’s bald except for a small lock of hair that comes down across her forehead. 
Then we have what she’s wearing and it ain’t much! Her panties are clearly visible 
and the micro-mini skirt that she’s wearing isn’t designed to really cover anything. 
Her shirt bears the familiar eight-pointed chaos symbol and the few bits of metal armor 
that she’s wearing are limited to her shoulder pads and her boots. And what boots 
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these are! They would make Gene Simmons of KISS feel that his are little puny by 


comparison. Added details are a spiked dog collar around her pss. 
neck, a tiny skull earring in one ear and the strings from her F 
bodice that tie around her back. There’s no nudity with this 
figure but she’s certainly not leaving too much to the imagina- 
tion. She might not make the most suitable player character 
model (as in she’s pretty clearly evil) in many campaigns but 
she’d make an outstanding champion to fight against your he- | 
roes. 


HFZ207 Taxxis (C) £3.50 
Sculpted by Kev White 
Going from one that’s almost showing off naughty bits to one 


that actually is we now have the third incarnation of Hasslefree’s zombie mistress, 
Taxxis. This version is bare-chested like the others, but has on a g-string with chain 
straps that she wears when she wades into battle. And this one is certainly battle ori- 
ented as she is carrying a large two-handed sword that is being swung down. She is 
wearing a pair of boots but her only real armor, other than distracting her enemies with 
her boobs, comes in the form of one plate-armored arm, a metal gauntlet on the other 
and a helmet that reminds me a bit of the one worn by The Kurgan in Highlander, and 
it looks cool on her too. When removing the sword from the metal sprue you’ll need 
to take care not to break off the very end of the sword. Since both arms are separate 
pieces you’ll want to dry fit them before gluing them on. Mold lines were very faint 
but did run down both legs. Her body is toned but not overly muscled so she still looks 
very feminine. Having three versions of Taxxis reminds me of the old Ral Partha char- 
acter sets where you’d get three versions of a character, one for each stage in their ad- 
venturing career. I’d like to 


HFD012 Grimdalf £4.00 
Sculpted by Kev White 

Hmm, “not” Gandalf, but a 
dwarf...Grimdalf it is! This 
stunty wizard comes in three 
pieces and the hat and staff 
comes on a metal sprue. The hat 
will need the most cleaning of 
anything as it’s connected to the 
sprue up on the front of the hat 
where it curves over his head. 
There’s a metal tab here that will 
need to be clipped and then filed down to be smooth. It’s not a hard thing to do but 
will take you a few moments to get done and make sure that there is no sign of the 
original metal tab. All of the parts go together easily and he was ready to prime and 
paint quickly. There were a couple of mold lines that needed to be cleaned but I liked 
him as an alternate type of dwarf spellcaster. He’s not your typical rune priest, which I 
would like too, but I like him. He’s a simple, well detailed miniature that will paint up 
quickly with just a few colors. I’ve started painting up several figures for possible 
player characters in D&D4 and I think that I’ll get Grimdalf 
under the brush soon so I can add him to some of the others that 
I have ready to go for when the new edition comes out. 


TY 


HFW200 Red Mawe Set £15.00 

Sculpted by Matt Lord 

Ok, our final three figs from Hasslefree for this issue are three 
variations of a monster called a Mawe. Right now, these three 
guys are available as a resin set as a limited edition set of fig- 
ures so if you want them in resin you’ll need to get over to their 
site quickly before they run out. Soon, they will be available as 
regular metal figures like the rest of the Hasslefree line. 


LEFT: 
Leaping Mawe 


back legs. 


RIGHT: 
Roaring Mawe 
26mm high from 
ground to top 


These three have a very 
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“is tes” Doom-ish feel and they 
of front look very threatening and 
legs to should get a nice look from 
end of 


your players when you drop 
them on the table for the 
first time. All three of them 
have their teeth barred bad 
have mouths open to vary- 
ing degrees. The bottom 
two sit on the ground but 
have a bit of extra resin on 
the underside of their feet 


ridges on back 

ale span that needs to be cleaned off 
between before you can prep them 
front legs for painting. 


The bottom one is on all 


LEFT: fours and has his mouth 
.S Crouching Mawe. open the least. The middle 
5 j . : 
22mm high —_ is also down in an aggres- 
from ground a 5 
inghnuiies sive stance but with his 
and 40mm mouth open and ready to 
: direct line chomp. The top gets 
ee between nose ~=mounted on a flying base 
») and tip of tail. pear 3 ; 
and is jumping towards its 
“a prey with its mouth very 
[Sizes approximate! wide open. These last two 


interior of their mouths. 


have visible tongues and 


All three of these are single piece models and I’d bet when they are made out of metal 
there will be a couple of pieces for each one. They all have very minor mold lines that 
need to be cleaned carefully so you don’t scratch or mar the rest of the model, but hav- 
ing them all as a single piece makes them easy to get ready for painting. An interest- 
ing detail to these guys is that they have their “kibble and bits” visible if you turn them 
over. It’s not off-putting because it’s just as if they were horses or other animals with 
their regular anatomy visible. 


These guys would do well in almost any setting. They would be jaw-dropping if set 
down in front of a group of investigators in a Call of Cthulhu game, would give players 
Doom flashbacks in a d20 Future game and in a modern horror setting they would 
make survivors that are used to dealing with zombies load their pants when these guys 
show up. 


Reviews by Mark Theurer and Clay Richmond 
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4 THUNDERBOLT 


y MOUNTAIN 


Thunderbolt Mountain is making 
available a range of 54 mm Napole- 
onic Resin figures. These figures sell 
for $7.75 for infantry and $15.75 for 
cavalry and include the following 
models... 


ROO1 Napoleon (cavalry) 
R101 French Grenadier 
R102 French Infantry 
R103 Highlander 

R104 British Infantry 


The line was based on drawings 
made in the style of 18th century 
caricatures like James Gillray (http:// 
en.wikipedia.org/wiki/James_Gillray) 
and Thomas Rowlandson (http://en.wikipedia.org/wiki/Thomas_Rowlandson). These 
figures were made as for the sculptor and his son to play toy soldiers (shooting with 
toy cannon and crawling around on the floor). Since they've been sculpted and cast, 
Thunderbolt Mountain is making these available for sale. 


So far, there are 5 models in the line, a 
French Grenadier, a French Infantry- 
man, a Highlander, a British Infantry- 
man, and Napoleon on his horse. All 
five models are cast in white resin with 
very little flash. All the infantry models 
are single piece, while Napoleon is two 
pieces - horse and rider. The infantry 
models include a integrated base of 
about 15 mm square, while Napoleon's 
horse is free standing. The models are 
all well-balanced and do not easily tip 
over. 


The British Infantryman is sculpted 
standing and firing his musket. He's a 
bit portly as is shown in his chubby 
cheeks and rotund belly. The figure has 
clean lines and moderate detail - a uni- 
form coat, waistcoat, trousers, back- 
pack, shell bag, and bayonet scabbard. 


Then again, there 
isn't much frill on a 
regular _infantry- 
man's uniform. 


The Highlander is 
sculpted in an awk- 
ward advancing 
pose - he looks like 
he's about to trip 
over a small rock or 
at the instant of the 


impact of the 
charge. He holds 
his musket with 


bayonet ready for 
the charge. There is 
more detail on this 
figure than on the 
British Infantryman 
- though the uni- 
form is as simple, 
with a kilt rather 
than trousers. The figure has one of his knee-socks down around his ankle and rather 
chiseled facial features. The detail here is very nice, and very clean with little flash. 
However, the bayonet on the end of the rifle is bent slightly to the right - a hazard of 
fiddly bits cast in resin. This 
is nothing that a gentle treat- 
ment in some hot water won't 
fix. 


The French Infantryman, like 
his British counterpart, is 
sculpted standing and firing. 
This figure is also clean with 
slightly more detail the other 
Infantryman. The turnbacks 
on the uniform coat and the 
small plume on the hat both 
give away this soldier's 
Frankish origin. 


Next up is the French Grena- 
dier - easily the most detailed 
of the set. This model is 
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sculpted at the advance, 
with his bayonet and rifle 
pointed forward. While 
the uniform maintains the 
simplicity of the rest of the 
line, the details are in this 
figures head. His face is 
adorned with a great, 
bushy, upturned mustache, 
and his shako has more 
frills than a cheap bouffant 
wig. The figure even 
sports long hair bound up 
in a club, flying behind his 
neck. The sculpture is 
clean and neat, however, I 
had the plume break off. 
The plume broke off flush 
with the shako and can 
easily be pinned back into 
place. 


Finally we have Napoleon 
mounted on his horse. The 
horse is nicely done, 
sculpted in a prance with 
his right forefoot raised 
and his neck bowed. Fol- 
lowing the rest of the line, 
the lines are simple, with an unadorned saddle and blanket gracing the figure. 


a 


Napoleon himself is sculpted wearing his campaign coat and bicorne. He is 2/3rds the 
size of the infantry figures, and has the same clean lines. There are, however, quite a 
few details on this model that make it obvious he's the Corsican Upstart. His chest is 
full of medals, he has a rather pronounced brow and, of course, his right hand is tucked 
into his waistcoat. The figure fits easily on to the horse without sliding off; I seen not 
need of permanently pinning or gluing it in place. 


All in all, this is a nice line of figures. The sculpts all have a lot of character and will 
be a delight to paint and display. I certainly hope that Thunderbolt Mountain sells 
enough to make this line profitable as I can see many a rainy afternoon spent by father 
and son fighting the epic struggles of the L'Grande Armee as it tries to take back the 
kitchen table from the British. 


Reviews by J. Michael Tisdel 
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5150 
Written by Ed Teixeira 
Published by Two Hour Wargames 


So have you ever sat down in front of the TV and watched a 
really good sci-fi movie and wished you could grab some of 
the miniatures you have sitting around and play your own 
version of that movie? Maybe you just finished reading a 
really good book and are inspired by some of the action that 
took place on Earth or some other planet. Well, 5150 by 
Two Hour Wargames (THW) just might be the rules system 
you are looking for! 5150 is the science fiction oriented 
version for their skirmish rules system. 


What comes with the game? Although THW has some of their own miniatures the 
game is really meant to be played with whatever you have available. So once you get 
a copy of the rules you are all set to play. You can either order the rules in hardcopy or 
PDF. Currently on their website it is listed as $22 US for the PDF or $25 US for a 
hardcopy. PDF delivery has a pretty quick turnaround, generally within a day. 6-sided 
dice, measuring tape, a deck of regular playing cards, miniatures and some scratch 
paper is the only other items you’ll need to get started. 


5150 is a skirmish rules game, meaning one miniature represents one person or alien. 
If you already play some of their other games like All Things Zombie or FNG, then 
you will be able to jump into this game very quickly. The rules have been expanded 
and there are a lot of extras in this book. One thing that stands out almost immediately 
is the inclusion of rules for armor. For anyone that is new to the THW rules system 
then there is a slight learning curve as you get familiar with rules like the “insight test” 
and “received fire tests”, but there are plenty of charts at the back of the book to help 
speed things along. It only takes a couple of games to really get the mechanics down 
and then the games are as fast as advertised. 5150 has a lot of charts compared to 
some of their other books, but this is due to all the alien races having some different 
stats and abilities but it is not cumbersome at all. If you happen to get lost on any of 
the rules THW has a very active Yahoo group that will help you get things cleared up 
very quickly. 


The scale for this game is pretty flexible. You could play a group as small as one or 
two figures per side or increase that up to about 30 and not have too difficult a time. 
The option is available to play with as many figures as you want, the choice is yours 
and these rules won’t hamper you. Assembling your armies can be either established 
as part of a scenario you put together or for those who prefer to balance armies using a 
point system; points have been provided for each unit and equipment type. The game 
also includes rules for vehicles so you can throw a variety of vehicles in the mix. If 
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they don’t have what you are looking for you can even design your own vehicles. You 
might even want to hold some of your mini’s back as there are reinforcement rules that 
allow you to add units to the fight after it has began. 


This game is not really geared towards Role Players, but that doesn’t mean you can’t 
have campaigns to give the games more of a story feel. The rules are set up to run two 
basic styles of campaigns, civilian (adventurer) or military. These can be intermixed 
as well or you can just throw together a battle that’s just for fun and not part of a cam- 
paign at all. You create your “stars” to represent the important characters and every- 
one else will be “grunts”. As you progress through the campaign you gain points to 
improve the combat abilities of both stars and grunts. There are tables you can use to 
help you determine what the next scenario might be or you can just determine how the 
story goes yourself. To help you flesh out the universe several alien races have been 
included with their own weapons and stats. A few of the races have been intentionally 
left more “generic” to use as templates to match your own needs. 


Unlike most skirmish games that are geared towards the battles taking place between 
two or more players, 5150 is designed to allow for solo or even cooperative play be- 
tween several players. Have you seen Starship Troopers? One of the alien races is 
simply called “Bugs” and they bare some likeness to the bugs of that movie. They 
have their own rules that make them perfect for solo or cooperative play. One of my 
gaming friends and J are already working on trying this out with both of us teaming up 
against the bugs. So, if you are like a lot of us adult gamers who are limited on when 
you can get together and play with friends then you really should take a look at 5150 
just for the solo aspect alone. I know I’m really looking forward to playing my first 
“bug hunt” very soon! 


What’s not to like? Well, people look for different things in game manuals. If you’re 
expecting pages and pages of graphics and pictures to add a little “spice” to your de- 
veloping image of the 5150 universe then you’ll be disappointed. There are not a lot of 
graphics. Likewise there is not a lot of “fluff” or background about the history of the 
universe, all the different factions, and life as a citizen in the 5150 universe. These 
rules give you a little background and a small amount of detail about the races but it 
seems to be intentionally ambiguous so that you can tailor it to what you want it to be. 


So, in just my limited experience of testing out 5150, I have to say ’'m a fan and I’m 
looking forward to upping the number of figures to larger scale battles. I like the flexi- 
bility the game offers and have already thought about several different campaigns I’d 
like to try out. It also looks like THW plans to move along further with this game as 
the book is labeled “Book One.” So, if you like science fiction and skirmish style 
miniatures combat then I recommend this as an affordable option to consider. 


Review by Rodney Forehand 


10 Days in Asia $24.99 

Designed by Alan R. Moon 

and Aaron Weissblum 

Published by Out of the Box Games 


10 Days in Asia (10DiA) is the newest in the "10 
Days..." series from Out of the Box Games. Like the 
others in the series (Africa, Europe, and USA) it has 
players track a journey through a region of the world. The land area this time around 
is significantly larger than the Europe or USA versions. 


The Components 

The box is very sturdy and should hold up very well to many years worth of play- 
ing. It's not flimsy at all and the inside of the box holds all of the actual game compo- 
nents nicely without any wasted space. Inside the box you'll find a cardstock rule 
sheet, four shrinkwrapped decks of cards, a map board and tile holders for use during 
the game. The map board is as well done as the box. It's a tri-fold map of Asia with 
nice coloring that allows each country to stand out on its own. There's also an inset in 
the upper left corner that shows an expanded view of part of the map, where smaller 
countries like Isreal, Cypres, and Lebanon are found, to make them a bit easier to track 
down. The cards are printed on heavy cardstock and are not the type that you'll be 
bending or shuffling like regular cards unless you want to bend and crease them, which 
you don't. They are well done and are small enough to easily fit into a child's hand 
during the game. 


The Gameplay 

10DiA starts off with all of the cards being mixed up and each player taking ten and 
loading them into their holder in whatever order they want, but once a card is in the 
holder its position in the order cannot change, but you will have the opportunity to 
discard and replace a card as the game goes on. The object of the game is to string 
together ten days worth of travel through Asia. Countries being in the proper order is 
what will get you a win. Proper order means that countries in successive days are ei- 
ther adjacent (you walked from one to the other), are separated by a ship card (you 
sailed from one to the other, but there needs to be a common body of water between 
the two), are separated by a railroad card (needs to have a railroad on the board be- 
tween the two countries), or are separated by a plane card (must be going from a coun- 
try of one color to another country of the same color). During each game turn you are 
drawing a tile and then placing the tile in your row, replacing one that you already 
have in a spot and discarding the old tile or simply discarding the newly drawn tile 
face up. There's some hand management involved since you really have a "hand" of 
ten cards but their position is set at the beginning of the game. During the game you 
don't see your opponent's "hand" of tiles/cards so you either need to focus just on the 
route that you are trying to build or try to keep track of the tiles/cards picked up by 
everyone to try to piece together the route that they are trying to put together. Once 
someone has a legal route of cards that, one in each of the ten positions, they announce 
that they have completed their trip, show the trip to the other players so it can be veri- 
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fied, and then claim victory. All in 
all, about 30 minutes for a game 
after the first time of going through 
to learn things which might take a 
few minutes longer. 


Appeal 

Who's going to like this 
game? Well, your hard-core gam- 
ers will find it kind of light and 
might not get a lot out of it. Fans of 
other travel / hand management games, like Ticket to Ride, would probably enjoy any 
of the 10 Days series and fans of the others will probably like any/all in the set. For 
me, the real appeal of a game like this, and more specifically this one, is as a gateway 
game for my non-gamer friends and one that I can play with my kids. For my non- 
gamer friends it's something that's very easy to learn and play, doesn't have lots of 
deep strategy or rules to remember, but is different enough from stuff like Sorry or 
Monopoly that it will be a new and different gaming experience for them and might be 
just the thing to draw them into other games. As for my kids, it's something easy to 
learn and also gives them a bit of a geography lesson as we're playing but they won't 
even realize it. 


Review by Mark Theurer 
CAV, Second Edition 


Published by Reaper Miniatures 
my Basics 

CAV (Second Edition), A Galaxy at War is out. The ver- 
sion I’m looking at for this review is the “PDF on CD” 
version and for right now, I don’t know it Reaper intends 
on putting out a printed copy or not. The CD contains two 
sets of rules; one is the Quick Start rules that give you 
enough information in only six pages to start playing. The 
other set (the real deal) is contained in a file that is a tad 
over fourteen and a half meg in size which translates to a 
PDF book of a total of 134 pages. Also on the CD is a di- 
rectory with all the CAV data cards. There is a file for 
each of the six factions, and a big file for all the “open mar- 
ket” units which are available to all factions (there are like 
seventeen pages of data cards in the Open Market file compared to the three or so 
pages in the faction specific files. 


For the uninitiated, CAV is a futuristic miniature warfare game that concentrates on 
vehicles. Without giving away TOO much, the year is 2274 and the human race has 
reached the stars and found out that the galaxy was not empty. There is a nicely writ- 
ten history of how things progress from there, but it is now currently about a hundred 
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years after that first contact, and the galaxy has just erupted in the “Second Galactic 
War”. 


For this edition of CAV, Reaper has made some adjustments to align the game with 
what they call the “Reaper Adventure Game Engine (R.A.G.E.)”. This is a common 
game rule architecture and engine designed for miniatures war games with one of the 
primary things being a Damage Track that is fully incorporated as the central feature. 
The game is based on d10, and the only thing other dice are used for is to track dam- 
age. 


The artwork in the book is all very good stuff, and much of it is in color. In addition to 
the artwork, there are also several pictures to give you a feel for the actual models used 
in the game. Between the easy to read and understand rules, the fun to read fluff, the 
artwork and pictures, you get a really good feel for the setting and the game and how it 
plays. The CD is available for $9.99 USD. 


Between the Covers 

As I mentioned above, not all the 134 pages cover actual rules, in fact, the first eleven 
pages has a fun story set in the CAV universe, and ends with the credits, with some 
really cool CAV artwork spread throughout. After that, there is a table of contents that 
covers two pages. It’s a very comprehensive and informative two pages and I’ve 
grown to really appreciate a well done Table of Contents in rule books. 


After this, we go into the introduction of the game and the background information for 
the CAV universe, there is even a galactic star map. Each of the six different galactic 
races has a four page or so section that covers the race’s home world, their history, 
government, there is a cultural snapshot, and a brief look at its military forces. If you 
are new to the CAV universe, this is some mandatory reading, but even if you are a 
veteran CAV player, I’m sure you will still enjoy this well thought out fluff. The ac- 
tual rules don’t start until page 60. 


Once you get into the rules, you will find that they are very understandable and in most 
ways, very intuitive. If you have any experience in miniature war gaming, you will 
find this system quick and easy to pick up, if you are new, I think that after your first 
game, you too will find it an easy system. All in all, there are really only 40 pages of 
rules, which is not bad for a game like this. To make things even easier to follow (and 
later to find when trying to look something up), there are small review boxes through- 
out the rules that give you an outline of what is covered in the current section. 

The rules are arranged in a logical order that covers everything you need to know for 
the game. There are examples given here and there to help illustrate new or easily 
misunderstood concepts. I didn’t find very much out of the ordinary in the rules 
though I was intrigued by the wide variety of effects that terrain can have on move- 
ment. It’s not often that you see a system were different terrain types affect the models 
differently depending on the type of unit they are (as in Walker, Wheeled, Tracked 
etc). The factor applied to the cost for movement ranges from a half, to 4x, which is a 
pretty wide range. Another interesting point is that line of site (LOS) requires a quar- 


ter inch wide corridor, a requirement that I rather like. 


There are a large variety of special abilities available, and these are actually presented 
twice. The first time, they are described in the rule section were that particular special 
ability modifies and/or changes those particular rules, and then all of them are gathered 
together in Appendix C for easy reference later. 


Probably the coolest thing about the game is the variety and variability of the forces 
you can build up. Besides the special abilities, there are four more Appendices that 
have different assets, military strikes, force upgrades and Faction doctrines that allow 
your forces to have a near inexhaustible number of variations. I’m looking forward to 
exploring the possibilities. 


Value 

Seeing that all the data cards and rules come on this CD giving you everything you 
need to play (minus the models of course), this CD is not only worth the money, but a 
“Must Have” if you have any intention to play the game of CAV. Heck, for the price, I 
would recommend picking it up even if you were just thinking about the game. Your 
not going to find this kind of work any cheaper. 


Review by Clay Richmond 


Battleground: Fantasy Warfare 
Scenario Booklet $4.95 
Published by Your Move Games 


To go along with the 
terrain pack that we 
got to review in the 
previous issue of Fic- 
tional Reality we 
have a scenario book. 
One of the first really 
noticeable things 
about this supplement 
is that it’s printed in 
full color on glossy 
paper and costs just 
under five dollars. 


Including the back 
cover, which really 
serves as your table 
of contents, the page 
count hits 24 and you 
get 8 scenarios along 
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with eighteen units that you’ll need to cut out on your own. The units are not on card- 
stock like the regular ones that you get in the Battleground decks but they are usable 
alongside your regular units. The extra units are limited to those for the Umenzi and 
Men of Hawkhold. 


The scenarios feature the following armies... 
Ambush Near Thomwood: Men of Hawkhold vs. Orcs 
Hunting the Hunter: Elves vs. Orcs 
Nahlakar’s Gambit: Men of Hawkhold vs. Undead 
Sacred Hills: Orcs vs. Dwarves 
Battle for Blackthorn River: Elves vs. Undead 
March of the Goblins: Goblins vs. Men of Hawkhold 
Trial at Bolmir Valley: Dwarves vs. Undead 
First Contact: Men of Hawkhold vs. Umenzi 


As you can see, the scenario book has usability for every army in the game but unless 
you have every force represented in your playing group you’!l need to do some mixing 
and matching to pull your armies into all of the scenarios. Many of the scenarios make 
use of the terrain pack, which is also a worthwhile investment if you’re a fan of the 
game, but the first two do not. Each one of the scenarios has a brief fluff write-up be- 
fore getting into a summary of what’s going on then the setup of the game, which in- 
cludes the list of units that are available for each side. A map detailing the terrain, if 
any, and the deployment zones are presented for each scenario and are fully detailed. 
Victory conditions and any special rules, like bringing in reinforcements, are presented 
last. 


This supplement is very well done, is colorful, and is very inexpensive. It benefits 
from having something for every army to do (except the Lizard Men which were just 
released) but also suffers from having something for everyone to do. I say “suffers” 
only because if your group consists of an Elf and Dwarf player then you’ll have to re- 
construct some of the scenarios to fit your armies, but I’m sure this was done to make a 
product that was inexpensive and also one that would have something appealing to 
pretty much every player of the game so that’s a plus. 


For five bucks you really can’t go wrong here, especially if you’re looking for some- 
thing other than the standard bash-em-up game. By the way, be on the lookout for a 
Battleground: Fantasy Warfare battle report in the next issue of Fictional Reality. 


Review by Mark Theurer 
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Rezolution: Outbreak $25.99 
Published by Aberrant Games 


So, the first expansion to Rezolution is in my hot little 
(well, maybe not so little) hands and it’s time to tell you 
what it’s all about. Outbreak is a softcover 108-page book 
that contains all sorts of new missions, a campaign system 
and a new faction, the Vatacina. 


, A little more than the first half of the book is devoted to 

> Sg + missions and the advancement of the storyline of the 

Rezolution world. A whole slew of missions tied to the 

Outbreak storyline come first and then you get into a more 

general mission manual which presents five missions for attackers and defenders com- 
ing from any faction instead of ones specifically keyed to the Outbreak storyline. 


The campaign rules take up about the next quarter of the book and this is something 
that I’ve been looking forward to since getting the basic rulebook a couple of years 
ago. There are two kinds of campaigns that can be played. Each requires building of a 
starting force and then fighting out battles with other players. In the standard cam- 
paign you determine opponents, play games and then work out the aftermath of the 
game. You’ll earn points towards making characters better by giving them new abili- 
ties and get points to buy new troops or replace those that got killed. Models that are 
removed from the table during a game can recover, be dead for real, might be captured 
by the enemy (thereby setting up a rescue scenario) or could be injured and must miss 
a game. The alternate campaign uses a map where players control different facilities 
that are worth differing amounts of revenue and give different bonuses to the player in 
control. As an example, a hospital gives you a bonus to the survival roll after fights. I 
favor the map/location based system but it requires a bit more bookkeeping on the part 
of each player so the regular option will be a bit easier for people to jump into if 
they’ve not played a campaign system before. 


The last quarter of the book is devoted to the Vatacina, the new faction for Rezolution. 
I noticed that they are absent from the campaign rules. They are made up mostly of 
individuals with Craft powers and robots. There is one unit present, the Vatacina 
Guard, but the main focus is probably unleashing lots of mental powers and scary ro- 
bots. I’d expect additions to the army list in future expansions and/or miniature re- 
leases. 


There are several full color pictures of painted figures in the second half of the book 
and these are very well done. Whoever painted these did a very good job and they all 
look really good. I’d like to have seen more color pictures, but this probably would 
have driven up the cost of the book. The last page of the book has a picture of three 
alien creatures and the caption, “To be continued...” underneath them. These guys 
look like some kind of sci-fi humanoid snapping turtles (maybe my description is lack- 
ing but they look pretty cool to me) that are decked out in Asian-influenced gear and 


carrying large guns. From the Rezolution forums I’ve been able to discover that they 
are called the Paneer and I’m looking forward to them. The book is a very worthwhile 
addition to the Rezolution game if only for the campaign systems. I tend to vacillate 
back and forth on whether or not I’m a fan of missions. Maybe I’m schizophrenic but 
sometimes they seem like a good idea and can lend a lot to a battle report and some- 
times I just want to get out there and blast the other guy’s troops to pieces. So, for 
current Rezolution players I’d say it’s a pretty easy “yes” purchase. For players that 
have not yet gotten into the game I’d suggest the Shadow War set first and then mov- 
ing on to the missions and campaign system that presented here. It’s a very well done 
supplement that advances the game and storyline and also gives some hints (shown in 
various pieces of art in the book) at upcoming stuff in the next book, which I’m sure 
players are already chomping at the bit for. 


Review by Mark Theurer 


Mayhem Marina $16.99 
Designed by Paul Senior 
Published by World Works Games 


The latest addition to the modern terrain from World Works Games comes in the form 
of the Mayhem Marina. Ever since watching Flushed Away with my kids I’ve wanted 
a series of urban docks to build for my gaming table and WWG must have thought the 
same thing. Like all of their other products, Mayhem Marina comes as a series of pdf 
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files that you’ll download after purchasing. As you’ve come to see from our previous 
WWG reviews you’!l need to print out the files on cardstock (or have it done for you) 
before starting to assemble the parts. 


There are two main folders that you’ll unzip. The first is a set of instructions where 
you get seven sets of multi-page, full-color instructions for everything in this set. 
WWG makes sure to put a lot of effort into their instructions to make building the 
pieces as easy as possible. Sure, some are harder to put together than others but with- 
out clear instructions it would be an exercise in futility and I have to give them props 
for always having clear instructions to follow. I’ve never had a need to print out the 
instructions, but you could if you want to. I’ve always been ok to just have my laptop 
out by where I’m working. 


The second folder contains all of the model pages that you’ll need to print. The easiest 
to deal with are the ground tiles since they are just squares or rectangles that need four 
simple cuts for each tile. The base tile size of 7” x 7” is preserved here. For the sea 
tiles you get no grid, 1” grid and 1.5” grid versions of water and shoreline tiles. The 
land tiles are all cement (clear, broken ground, parking lot) in grid and non-grid varie- 
ties. An addition to this set are some 6” x 9” cement tiles. The rest of the files really 
fall into two main categories; dock parts and boat parts. The dock parts (no rocket 
science needed here) go into building the docks that will support your guys running 
around. The piers come in a lot of different sizes along with a large 7” x 7” wood sec- 
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tion so you can build a large section for people to run to as the zombies approach to 
devour them as part of their surf n’ turf dinner. These are very easy to assemble and 
don’t require many folds or much gluing. Supports for the docks/piers come in con- 
crete and wood varieties so you can use whichever, or both, if you like. These are ba- 
sic blocks so building them is also quite easy. The ramps and steps that will go up to 
your docks contain a few more cuts and bends but are still quite easy to put together. 
Props for the docks include a small bait shop (a nice touch that’s easy to build), some 
dumpsters, railings, a gangplank, gas pumps, lobster traps (for you Deadliest Catch 
fans out there), and electrical boxes. The hardest build for these would be the crane 
and that’s only because it has more cuts and sections that you need to hollow out than 
any of the other pieces, which pretty much have no parts that require this. 


The first boat to tackle is called the Grumpus 13 and I say you should do it first be- 
cause it’s small, takes up just one page, has only a few cuts, and will be an easy first 
success with the slightly more difficult portions of this kit. It comes with an outboard 
motor and a buoy on a second sheet. From there, step up to building the smaller of the 
tug boats, which is about 4” x 8” in size and will give you some room to mover around 
figures on the open water. The hull section requires a few more cuts, bends and time 
to assemble and attack to the decks, but I found it much easier than assembling cars 
and other smaller objects that have lots of cuts and gluing. The large tug is at least 11” 
x 5.5” and it can really be much larger if you like because you can just print out extra 
middle sections of the deck and hull and go wild building a really big boat. More cut- 
ting and gluing is involved with the larger boats but the time you spend building it is 
really the only significant difference from the smaller tug. Once you’re used to build- 
ing the small one the large on will not be a big deal. Cabins go together pretty easily 
as they are, mostly, box shaped except for the windows that you’ll need to cut out so 
you’re minis will be able to shoot at the dirty bums that boarded your vessel. You also 
get several blank boat hulls that you could use as a template to help you design new 
boats of your own if you are so inclined. 


Overall, the bulk of this set is easy to put together and quickly get onto the table, either 
as a Set on its own or as an addition to your existing Mayhem terrain. It could do well 
on its own if you build a large enough concrete and pier section and have a handful of 
boats in the water to aid movement where there is no land under your feet. Pairing it 
up with existing Mayhem sets could produce a massive city section, one that’s already 
dancing around in my head and that I’1l be plotting on graph paper soon. The boats are 
more labor-intensive than the rest of the set but the non-boat stuff is pretty non-labor- 
intensive so things balance out well enough. This set is the perfect answer to my wish 
for a modern dock addition to the Mayhem line and I hope to get a lot of use out of it 
very soon. 


Review by Mark Theurer 
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Fis Fantasy to Modern and Sci-Fi, 
WorldWorks creates easy to build RPG 
model sets ranging from $10-$15.00 uso 
Its as easy as; 

Download from home, Print & Play! 


Hordes: Evolution $34.99 
Published by Privateer Press 


If there's one place that you've always been able to count on Privateer Press delivering 
the goods (actually, there's many more than just one place) it's got to be the appearance 
of their rulebooks. Well, with Hordes: Evolution they have outdone themselves and 
raised their already high bar even higher. Before digesting any of the fluff and crunch 
of Evolution you should first just flip through it like I did and soak it in visually. The 
covers are wonderful and feature glossy, raised artwork. Its 192 pages are chock-full 
of full-color artwork and wonderfully painted models. 
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DREAMERS 


You get the standard, but 
updated for this particular 
book, "page 5" that ends with 
"play like you've got a pair." 
that Warmachine and Hordes 
players have become familiar 
with over the years. Then we 
get into the ever-expanding 
fluff of the Warmachine/ 
Hordes world which I won't 
get into here because if you're 
a fan of the fluff you'll want 
to read it fresh for the first 
time and if you're not a fan 
then you won't read it much 


anyway. 
Vow World Is Waiting @ OK, on to the rules. We start 
off with unit attachments, 
cavalry and shields that are 
all common to Warmachine 
players but are new arrivals 
to Hordes. Warbeast and 
Warlocks can now forge bonds like Warjack and Warcasters. The new rules only take 
up six pages and gets Hordes players up to speed, rules-wise, with their Warmachine 
counterparts. The next almost 100 pages of the book give all four factions, plus the 
Minions/Mercenaries, lots of new troops. 


www.worldworksgames.com 


Each of the four factions gets new Warlocks, units, solos and cavalry. The Troolblood 
get Trollkin mounted on bison (by the way, if you’ve never had a buffalo burger you 
don’t know what you’re missing), Circle have female hunters on large wolves, the 
Skorne have Praetors atop saber-toothed cats, and the Legion find warriors riding 
stags. I like the look of all of them and they all fit in with the look of the rest of the 


army and should match up well against Warmachine cavalry on the battlefield. Artil- 
lery units also make an appearance in Evolution, but only for three of the factions. 
Circle get the short end of the stick here, but unit attachments are available to every- 
one. 


After all of the goodies that are given to the factions we get a short section of Minions. 
There are four minion entries that range from troglodytes (which would be awesome 
enemies in a D&D game) to a new Farrow unit to Gatormen (more drooling here from 
me) to a ghost-like creature. These are all available to any Hordes factions, but not to 
Warmachine players. There is one final entry that’s a minion and a mercenary, an Og- 
run solo. Unlike the Ogrun Bokur you can only ever have one of these in your force, 
but he will work for any Hordes faction and will only turn down a job with Menoth. 
He’s definitely one that I’ll be adding to my Cygnar and Circle forces as soon as he 
comes out. Each faction section ends with a painting guide that will be of assistance to 
novice and intermediate (I certainly fall somewhere in there myself) painters but the 
expert might not get as much out of it. Of course, there are not that many ‘expert’ 
painters out there so most buyers should get something out of it. 


There’s more fluff before you get to the campaign system and several pages of errata 
and clarifications that have come up since Hordes: Primal came out. Hordes: Evolu- 
tion sets itself up with the daunting task of needing to bridge the gap between the 
power levels and troop availability that is available to Warmachine armies for the 
Hordes factions. While it’s hard, probably nearly impossible, to get Hordes 100% up 
to speed with Warmachine in just one book Evolution does an outstanding job in giv- 
ing each Hordes faction quite a few goodies to drop on the table against each other and 
their mechanized brethren. The book is visually stunning and sets the already high 
production value bar higher still. It’s littered with full color artwork and pictures of 
superbly painted miniatures and I think that I can safety say that it’s the best looking 
Privateer Press book that I’ve seen to date, and that’s saying a lot, and that also proba- 
bly makes it one of the best looking rulebooks I’ve seen, period. For straight- 
Warmachine players it’s of value to see what the enemy might be fielding against you 
(if you play against Hordes players, that is), but it’s not really something that they will 
automatically grab like the next Warmachine supplement, especially if you never face 
the monstrous factions. For Hordes players, though, it’s a must-buy. It advances the 
relevant storylines and gives you new toys to play with. Oh, it’s also very pretty! 


Review by Mark Theurer 


Warhammer Fantasy Roleplay 

Tome of Salvation $49.99 

Designed and Developed by Green Ronin Publishing 
Published by Black Industries 


This large, 256-page, full color hardback supplement for Warhammer Fantasy Role- 
play gives insight into the priest and religions of the game world. It would be mostly 
of use to the GM. Players of priests would also benefit but there are lots of adventure 
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seeds and other info that’s best seen by GM eyes only. 


The book starts off with a history of the cults of the Old 
World, which spans about 25 pages and talks about the 
inception and development of the various cults and their 
§ worshipers. It’s an interesting read that will give you some 
ideas for npc backgrounds and maybe some historical links 
for adventures. 


TORIE OFS 


The next chapter gets into the major cults of the Old 
World. Of course, Sigmar and Ulric are present along with 
the other more common gods worshiped by the human 
population of the Old World. The chapter on Folk Wor- 
ship gets into the difference between how the deities are worshiped by the nobility and 
the commoners and many of the superstitions that go along with worship in the Old 
World. In the chapter on the extremes of faith you’ll find the flagellants of the Empire 
along with other extremists and their practices. 


The book does get a bit into the non-human, outlawed and chaos gods, but not nearly 
as much as the standard ones of the Old World. I think this is fine as I wouldn’t want 
to run a game where party members subscribed to the worship of an outlawed or chaos 
gods as, in my opinion anyway, the party members are heroes that are fighting against 
the influence of these foul powers. 


The book contains many new careers, both basic and advanced, ranging from a lowly 
Penitent to a Crusader that’s ridding the Old World of the influences of the other gods. 
The new careers are scattered throughout all of the chapters, where relevant, but are 
not organized into one section of their own. Lots of new spells, miracles, are also 
found and many are tied to the cults of specific gods. For the GM there are tables and 
tables, and more tables throughout the book that can be used to roll up the wrath of the 
gods, roll up a quick amulet, or a variety of other things. 


With remaining sections covering things like festivals, holy days, and places of wor- 
ship the book presents a very complete look at religion in the Old World. I found the 
most useful part, and the one that’s most usable in other game systems if you play 
more than just WFRP, are the adventure hooks. These are well thought out and devel- 
oped enough to get you, the GM, started and then put your own hand into the adven- 
ture. The book is a beautiful and is one that is worth just sitting down and looking 
through before taking the time to get into the meat of the text. While the book has 
applicability to characters that are following divine careers it’s really meant more for 
your GM due to all of the adventure hooks and other GM-eyes-only information that’s 
found within. 


Review by Mark Theurer 


Maiden of the High Seas $16.99 
Designed by Denny Unger 
Published by World Works Games 


This terrain set is for sea going adventures, a shipboard adventure, or just a really cool 
collector’s piece that will challenge yours skills and fascinate your guests. It is truly 
an amazing piece that I think I will personally be building even if I never get to use it 
for gaming. I’ve always wanted to build a model wooden ship, and I think this baby 
will fit the bill and more. You have to give World Works a lot of credit for this set, it f 
really has covered all the bases with this guy and the detail and artwork is simply fan- 
tastic. Not only does this set build up a ship that is usable and easily storable since it 
can come apart into three different pieces, but it also has a whole slew of extra details 
that you can add to our hearts content. As an extra bonus, you even have a 
“Masterboard” which is a piece of very realistic ocean that is big enough to put the 
ship on. The Masterboard comes with or without a one inch (or one and a half inch) 
grid super imposed on it, for those who may care to use it for gaming as well as show- 
ing it off. All the decks on the ship also come in the three versions (the two grids and 
without the grid). 


Putting together the ship is broken down into a half a dozen different steps, each of 
which has a separate set of instructions and their own sheets of artwork. The first step 
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is the Decking, and as I said before, the artwork comes in three versions, two having 
the grid super imposed on it, and the other not having a grid. The decking has a total 
of ten sheets of artwork, and eighteen pages of instructions. The next step is the Hull, 
which is the biggest step having eighteen sheets of artwork, and twenty-six pages of 
instructions. After that you work your way through the stern castle, the forecastle, the 
masts, and finally the sails. There are also five sheets of transparencies for the rigging, 
windows and battle damage. All of these are really cool touches, and if that is not 
enough detail for you, there are also a whole bunch of “props”. These are individual 
pieces that can be free standing on the finished model and include things like cannons, 
gangplanks, base rigging, mastheads, extra walls, cargo cubes, tables & chairs, and 
hammocks. These also have individual instructions for each of them. 


I didn’t add up all the separate time estimates that are given with each set of instruc- 
tions, but there is enough work here to keep you busy for quite some time. But I also 
think that with some dedication, you should be able to knock it out in a weekend. This 
is an amazing and detailed terrain set that will impress anyone, especially when they 
find out that it is all made out of paper! 


Review by Clay Richmond 


Designed by Paul Senior 
Published by World Works Games 


One thing that really surprised me when looking at the files for Legend of Skull Cove 
is that there is a lot of items in this set. There is a variety of terrain like brush, palm 
trees, cliffs, stone work and even a large skull shaped cliff. There are also kits for 
making a fort, a village, plenty of docks and several small boats as well. 


Since this is part of World Works Games pirate line most of the “man made” terrain 
has a 18" century look to it, but if you were to remove the cannons, toss in a motorboat 
and possible put a 5 gallon barrel or two on the dock and it would certainly pass for a 
modern pirate hideout. That to me makes this very versatile for a wide range of gam- 
ing genres. The cliffs and dense jungle terrain alone could be used by itself for a land 
of the “lost” type setting. 


I have played on some of the World Works terrain before but never attempted to use 
any for myself so I have not really taken the time to look at the art quality before now. 
I must say that the detail on the terrain pieces is very nice. There are plenty of small 
catchy details to make everything more interesting. For example, most of the fort 
pieces have some weathering to them and/or vegetation growing on them, but not to 
the point of being distracting. The ground floor for the set is gridded to 1” squares, but 
this is optional, so you can also set it up without grids. There are plenty of props to 
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add to your scene to keep your game table from looking too plain. Some of my favor- 
ites were the treasure chests (options for what treasure goes in the chests), barrels and I 
thought the crane was a nice touch. One thing that did give me a laugh was a file for 
making tentacles and shark fins. Oh, and what would a volcano be without a idol and 
altar (you get those too!). All the kits have instructions that are very well laid out and 
fairly easy to follow. Plenty of pictures go along with these instructions to help you 
figure out what you need to be doing. Some of the terminology will be new (or it was 
for me) but there are tutorials on the WorldWorks website that will help you get up to 
speed. I must say that I was pleased with Skull Cove and I think it is a really good 
deal, especially for the price. I can see there will be some pirate gaming in my future. 
Yarr! 


Review by Rodney Forehand 


Historical Miniature Magazine 
Published by R&K Productions 


Historical Miniature is a glossy 8 1/2 x 11 bi-monthly magazine 
devoted to the historical miniature hobby. Published in Califor- 
nia, a 6-issue subscription is $48 for US customers with a 12- 
issue subscription going for $90. Issue 60, for October, Novem- 
ber, and December of 2007, is 48-pages long. 
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Right - that's the technical bit out of the way, so what have we got here? First off, this | covering some examples of the work of Russian miniature painters Boris and Olga 
magazine is gorgeous! Each page is full four-color printing on heavy glossy paper. In Kolomystev, a report on the Tulsa 2007 miniatures show, and a travelogue of the Get- 
fact, inside the front cover is a two-page ad for a line of paints by Vallejo. The ad in- _ tysburg battlefield with an eye to painting more than the battle's tactics. After the arti- 
cludes a complete color chart for the paint line; one good enough to use as a color ref- _cles, there is a visual catalog of new releases by various manufacturers (again in gor- 
erence! Considering the subject matter of Historical Miniature, I really can't imagine it | geous full color), reviews of some recent figures, and directories of clubs, societies, 
being produced in any other way. This magazine is devoted to the hobby of painting organizations, shows, exhibitions, and dealers. Historical Miniature Magazine is not a 
historical miniatures, both full figures and busts. These generally gaming pieces, but miniature wargame magazine - there are no articles on army construction, tactics, or 
display pieces. The figures are usually 54 mm or larger. scenarios. It is all about painting figures - something that also appeals to many a minia- 
ture wargamer. For a beginner, this publication shows excellent examples of what can 
The articles in this issue of HM include a step-by-step description of painting a Pegaso _ be done. For the more advanced painter, there is a wealth of information and ideas here 
Modern Era series bust of an SS Standarten-fuhrer. The article covers many techniques __ than can be translated for use with your painting backlog. 
used to paint such a large scale bust but many of these techniques are not explained in 
detail. This is not an article for a beginner - though the in-progress pictures area joy to All in all, this is an excellent magazine - if only for the pictures. A confirmed victim of 
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CHALLENGE 


The sound of et P he few. The proud. The elite troops of the 


T= Kingdoms! Prove your painting and 


Armor glinting | in the SUN... converting mastery by creating a model that 
shows the finery of a palace guard unit, dress colors 


The elite stride with valor! for a warcaster, or the regal pelt of a warbeast 
You could win a $50 US spending spree at the Privateer groomed for display. 
Press Store (store.privateerpress.com) and the adoration 
of thousands as we publish your model! Heck, we might 
even throw in something cool that we found on the desk | out the rules and submission guidelines at: 


of the Privateer Press studio. 


www.privateerpress.com/noquarter/challenge 


Take a digital photo of your creation. Then, check 


ENntieSGuebyy Zi, 06) 


\Wart tha 
GBesfs2t/ 


geet Job, U2 
Aw uum! 


How NOT 
to win this 
contest! 


See the Winner of the Finishing 


Moves Challenge from 
No Quarter #14 on page 95! 


Figmentia (http://miniature-painting.net/figmentia_index.html) when you slink off to a 
quiet part of the house to spend time drooling over this publication. 


Review by J. Michael Tisdel 


Pilgrim Cell $15.00 (PDF) / $25.00 (Print) 
Written by David Rogers and Steve Rysemus 
Published by Red Knight Entertainment 


Pilgrim Cell is a generic set of rules that serves as the base 
for existing and upcoming world and genre books from Red 
Knight Entertainment. It's available in print and pdf for- 
mats. I was able to review both versions and had no prob- 
lems with either format. The print version came through 
www.lulu.com who shipped quickly. 


Pilgrim Cell is a detailed miniature game system that can be 
used with a variety of figure scales. Red Knight Entertainment has plans to release 
their own line of 20mm models to go along with their games. The book is 76-pages in 
length and is in full color with lots of great artwork and detailed examples of 
rules. There are ten chapters and each covers a basic game concept. After the Table of 
Contents you'll find a glossary of terms that are unique to the game. This is stuff like 
character stats and terms that you won't find in other games. I think that the only one 
that I took issue with was Force Cycle, which is their version of a game turn. I figure 
just leave it as a "turn" but maybe it's just me. Ok, moving on... 


The first chapter is just a single page in length and it covers what's needed to play and 
a couple more terms. The second chapter, Starting the Game, gets you into scale is- 
sues, dice (just d10's), crits/fumbles, deployment, activation, etc... Since the book is 
simply presenting the rules to play by and not the world that you'll play in there's no 
fluff along with the rules. It's written clearly, but gets right to the point and will be 
easy for any gamer (even those new to miniatures gaming) to pick up, but it might not 
be the first game that I would pick up if I'm just getting into the hobby. I think that it's 
written with that intent and don't find it to be a problem. Force Cycle activations are 
handled by allowing players to alternate activating units (an individual or squad) until 
one player is done then all of the remaining player's troops get to activate. So far, so 
good. Everything was clearly laid out here and is easy to understand. 


Then we get into Units and Actions, another single-page chapter. Units are described 
as either individuals or squads of guys that work together and the unit cohesion (squad 
coherency if you like) rules are easy to understand and we get a little into actions. Ac- 
tions are simply something that a model can do during its activation and most models 
genarlly had 2-3 actions per Force Cycle, but we don't get deep into what actions are 
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available. 


The Movement rules in Pilgrim Cell takes up about half a dozen pages. I like that 
movement can be split up so you can move a little, fire and then move some more. A 
"Single Time" move uses up one action, a "Double Time" moves you twice as far, uses 
two actions and gives you a negative modifier to shooting, while "Triple Time" is your 
guys really hauling butt that incurs additional penalties. Here's where some of the de- 
tails of the system start coming out here in the form of modifiers and situational rules 
and you'll see more of these from here on out. Very nice diagrams on jumping, climb- 
ing, falling, etc... are presented and lots of things in this section depend on the actual 
size of your model. As an example, you can jump down from a height that's as far as 
your model is tall without risking injury. Ok, but lets say I'm using 28mm figures and 
have a handful of halflings of slightly varying heights. I don't know that I want to 
measure each and every one of them against the rock that they want to jump off. 


The next chapter may seem kind of short at just three pages in length but it's plenty 
crunchy. Size and Damage get us more rule conventions and size is easy enough with 
three (small = about half human size, medium = human size, large = 50% or more 
mass than an average human) to keep track of but I can see the need for additional size 
ratings in the future if you have big stompy things in the game. How to cause damage 
is handled before figuring out how to hit something, which I would have expected to 
come first after all you have to smack someone before seeing if you hurt them. Any- 
way, things take a departure from a lot of other miniature games here and start crossing 
over into rpg territory a bit in terms. I'm very ok with added details and my first reac- 
tion to seeing this was more "cool" than "uh-oh". Each model has a BODy stat which 
is how much damage it can take. This stat is characterized by a letter and a num- 
ber. The letters range from A to E (A = toughest, E = weakest) and the number indi- 
cates the number of actual wounds that can be taken. So, B/6, which is the example in 
the book means that you have a toughness of B and 6 wounds. Weapons have a simi- 
lar letter (Class) rating and if it is the same class or higher you do full damage and if it 
is lower than the target's toughness rating you do a lesser amount of damage. Ok, I can 
buy that. It's not too much added detail but enough to keep things interesting and give 
a wide variety of troopers. Ok, let's back up a second because before your fleshy pink 
self takes the hit the armor you're wearing will take it first. ARMor has the same rat- 
ings as your BOD and once it's gone then you take the hit yourself. 


Line of Sight and Target Selection is next and generally all you have to see if half of a 
model to be able to target it without penalty. In addition to just letting the lead, or ar- 
rows, fly you can try to split fire (have your squad fire at more than one target), Com- 
mand Fire (try to take out a specific model) or even use forused fire to try to bypass 
ARMor. 


Ok, now we're at the Combat section. In melee combat each fighter rolls against their 
MARtial rating. Equal to or lower is a success and a defender succeeding in their roll 
will block a successful attacker's roll. If the attacker wins the roll then you check the 


weapon's ratings against the ARMor / BODy of the defender. Breaking off from com- 
bat, fighting against multiple guys, or being sneaky and attacking from behind are all 
covered and realyl just constitute different modifiers or special rules. Rules for dis- 
arming and capturing are also here and are welcome by me. Shooting is a straight roll 
against the attacker's BALlistic rating and again you need to roll equal to or under the 
stat and if you do we check for ARMor depletion or BODy damage. All the stuff that 
you'd expect like indirect fire, templates, suppression, etc is here and are like the dif- 
ferent types of hand-to-hand attacks in that they are presented with an easy to follow 
diagram and some modifiers and circumstances when they can be used. The next 
chapter, which is associated with Combat but not part of the same section, are Cogni- 
tive Abilities and here we get into spells, morale tests, what you're aware of on the 
battlefield, etc... 


Separate chapters on Terrain and Vehicles closes out the Pilgrim Cell rulebook. The 
terrain chapter was very complete and looked at cover and its effect in addition to the 
terrain on the field. Vehicles covered just the basics regarding vehicle armor, crew, 
and weapons but I'd expect more in specific genre books because even though the 
same basic rules will apply, a horse-drawn wagon in a fantasy setting will probably be 
different than a grav-tank in a sci-fi game. 


Ok, so what's missing? Since Pilgrim Cell is the base rules of the game that can be 
used in a variety of genres it doesn't get into specific weapon or troop lists or anything 
like that. Sure, the examples have specific weapon stats listed but there's no compre- 
hensive list of, say, archaic weapons at the back of the book and there's no human or 
orc or space alien army lists here. The author also addresses what's missing himself 
and he very clearly says what my expectation is that each world book will be playable 
with, and build upon, the base rules. 


You'll need to pick up at least one world/genre book to make use of Pilgrim Cell but 
the rules seem solid, and while they are more detailed than some other miniature 
games out there it's certainly not a full-blown rpg. If you're looking for something a 
but more crunchy than what you might be playing now then give them a look. The 
core rules will not set you back too much and the pdf versions of the world/genre 
books are free downloads but you can get them in printed form too. 


Review by Mark Theurer 
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www.wargamesmarket.com 


Free egroup creation for every member 


FREE blog for every member 


Wa rQ ‘e mM es FREE listings credit for forum posts 


The Gaming, Miniatures and RPG Auction Site 


FREE Classified business and event listings 


FREE Wanted Adverts 
Specialist Gaming Auction Site FREE Bulklister for large uploads 


FREE downloadable auction watcher 


HUNDREDS of gaming bargains! 


Big bargains on little men.... 


This quarter, we received a booklet called Normandy: Ter- 
rain Maker How-To Booklet from GHQ. Along with the 
booklet we received a package of 4” Gaming hexes in- 
tended to build things like flatlands, towns, roads & other 
applications (TM-1 Flatland Hexes). So I, of course, 
launched into seeing what I could do with these hexes for a 
terrain making article while trying to keep things as simple 
as they present them in the instructions. The booklet is 32 
pages long, and the first 17 pages cover the instructions for 
terrain building in very nice detail. The back half of the 
booklet goes into the Micro Armour rules for a Normandy 
campaign (they call it a “primer”), and eight different Nor- 
mandy scenarios. As you may expect then, the set is actu- 
ally intended for Micro Armour (or at the very least games of that scale) and the in- 
structions and pictures that span those 17 pages do an excellent job of covering making 
roads, streams, small elevations, trees, fields, crop fields and much more. It’s actually 
pretty impressive how easy making really quality terrain can be. The booklet retails 
for $17.50 USD, and the hexes come for $9.95 a bag. The bags range from 8 to 48 
pieces per bag depending on the thickness of the individual hexes, and I can definitely 
see that having a variety of thicknesses at hand would be very nice and save you the 


anon i! 
roe vo TERRAIN MAKER on 


trouble of some of the things I had to do on this project (like having two 4” thick 
pieces vs. one 2” think pieces would have made inlaying the road a whole lot easier). 


Since the booklet covers building a lot of different terrain types, I was wondering what 
I could do that was different. Well, since many of the games I play are 28mm scale (or 
there about), I thought I would give it a shot using the hexes for a larger scale land- 
scape than I thing they were intended for, and see what I could come up with. A total 
of 24 hexes came in the 2” hex package (entitled Flatland hexes), and they each about 
4” across, so if you did not stack any of them, they would cover about 2 '% square feet 
of table space. For my design, I did end up doing some stacking, so I didn’t cover 
quite that much. Also included in the package with the hexes are two lengths of tree 
making material and a couple pages of instructions on a black and white pamphlet that 
gives you the Cliff Notes version of the terrain making portion of the Terrain Maker 
booklet. I decided to make a small hill (of four hexes) with the very old remains of a 
temple at the top. You can see from the pictures the initial placement of my hexes for 
this particular project. 


After coming up with my general plan, I then got out my heat knife and began carving. 
The booklet discusses a couple different ways of cutting the hexes using craft knives 
and/or a coping saw, but I found that my trusty heat knife was faster and less messy. 


For making 
cuts without a 
lot of sharp 
marks left be- 
hind, the cop- 
ing saw defi- 
nitely had _ its 
advantages, 
but I found 
that hitting the 
pieces with 
some rough 
sand paper (80 
or 100 grit) did 
a nice job of 
smoothing the 


rough _ edges 
done. There 
were four 
hexes that I 


planned = on 
inserting an 
old Roman 
style road. For 
these I sliced 
the top '4” of 
the hex off (the 
road I planned 
on using is 4” 
in depth), cut 
out where I 
planned = on 
putting the 
road, and then 
set the rest to 
the side to be 
glued back on 
latter. 


For the roads, I used small Plaster of Paris blocks. These blocks I get from Hirst Arts 
molds (Small Brick Mold #250 to be exact) though there could be a lot of different 
ways to put in a similar looking road. The instructions given in the booklet even go 
into detail for a dirt road if you prefer that route. The next step was to start with the 
surfacing of the hexes. For this I followed the given instructions for the most part, 
though I used a different color of paint since I wanted more of a green look to the final 
product (that and the fact that I happen to find a can of dark green paint in my shed). 


So I started with the technique given to you in the instruction booklet and put on a gen- 
erous coat of paint, and then immediately dumped the flocking onto the freshly painted 
hex. I did find out the hard way that tapping the flock down with your finger was a 
mistake as the paint would soak though required me to add more flocking to cover it 
up. Make sure you get the edges of the hexes as there are not only a lot of edges show- 
ing, but also you may at a later date wish to rearrange the set up, so you don’t want to 
limit yourself. Also finishing some edges and not others changes the overall symmetry 
of the hexes, again limiting how you can use them in the future. 


This process is very quick and easy, and after letting them dry overnight, I found that 
for the most part one coat was enough (there where a couple touch up spots where I 
added a bit more flocking, but that was it). For the hexes with roads, these took a little 
bit more time and effort. First I built the roads separately, and then glued them to the 
bottom half of the hex that I had sliced in half horizontally (this is an area where hav- 
ing the '4” hexes would have made things simpler). Then I painted the bricks black to 
seal them and shadow the crevices nicely. The second coat of paint was a dark gray 
which was the color I chose for the base color of the bricks. At this point, things were 
starting to look like a real terrain feature. 


The next step for the roads was to dry brush them with a much lighter shade of grey, 
and with this done, the roads themselves were finished, but I had one last step to do to 
put finish the hex. The pieces left over from slicing the hex earlier, I put through the 
same paint and flocking routine that I had used for the hexes in general, and then glued 
them back into place next to the road. The hard areas were of course the odd shaped 
sections of the road. Here I had to do some “piece meal” art, but I figure I would cover 
the imperfections up with other terrain features later. 


Sm, Shaker Top Contaite 


! 
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After this, the fun 
part starts. Going 
hex by hex, I 
started adding on 
small details like 
rocks, — shrubs, 
plants, and such. 
This is an easy} 
process and I actu- 
ally enjoy this step 
the most as you 
seem to get the 
most satisfaction 
from the least 
amount of work. ® 
Not only that, but 
you can’t really go 
wrong here. Just 
about anything you 
do will make the 
piece look interest- | 
ing and real. Since 
I wanted to have 
the ancient remains 
of a temple at the 
top of the hill, I 
again turned to my 
supply of Hirst Arts 
bricks and drug out 
some old projects 
that never made it 
to the gaming table. 
Then with hammer 
in hand I created 
myself some 
“ruins”. After the 
first swing however, I found that unless you are making gravel, it’s better to break up 
the pieces with some idea in mind of what you are trying to achieve, and then strike the 
pieces using a chisel, screwdriver or something to give you a more directed point of 
contact. After I broke up the pieces, I painted them just like I did the road, and then 
glued them onto the hexes. For these hexes, I did a second painting/flocking step to 
redo the edges since after gluing on the top of the sliced hex that still left the edge of 
the bottom half visible. But this was easy and took all of a couple seconds. After that, 
I was done and ready to take the whole thing to the gaming table. 


I found that I really enjoyed using the hex system for terrain building and I can see 


both advantages and disadvantages to using them in an actual game. However, since I 
have not yet used them in an actual game, I will refrain from making any guesses as to 
how they work in use, but the flexibility and ease of construction are sure big pluses. I 
look forward to getting some of the thicker hexes (they come in 4”, 2”, 1”, and 1 '4” 
sizes by the way) and continue to try new things with them. 
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From Icthier to Uldenfrost, you'll not find a hardier, livelier, or 
rowdier crew than the Pirates of the Broken Coast. Composed 
of cutthroats and killers from dozens of dark corners of 
western Immoren, this incredibly powerful, resilient, and 
flexible army can dominate any battle they join if skillfully 
used and fearlessly lead. Privateer models possess a surprising 
amount of depth and complexity, and they take some 
experience and familiarity with their abilities to make the 
most of them. Though the application of many abilities and 
combinations may appear obvious, the more vou field them 
the more you will discover. Privateers provide challenging 
and rewarding games for new swabs and old salts alike. 


The keystones of a Privateer army are incredible flexibility 

and synergy. With spells, bonuses, and abilities from other 
models, Sea Dogs and solos can cover an astounding amount 
of distance and do serious harm to anything in their way. This 
synergy also means Privateer armies do not weather attrition 
well. Once your solos start disappearing, your offensive 
potential drops very quickly. The depth of the special rules 
these models use to boost their comrades, however, means that 
two Privateer armies rarely play the same wav even when using 
many of the same models. Your opponent will never quite 


know what to expect, so seize the initiative and never let go. 


/ 2. PRIVATEER Tactics GUIDE 


AG 1 INE®, warjacks, Warcasters, characters, their names and distinctive likenesses, and all related contents are ™ and/or © Privateer Press In 


WHERE TO START? 


Without a battlegroup box to call their own, Privateer 
armies lack an obvious starting point. However, this actually 
provides vou with a great opportunity to custom build your 


force around the warcaster that appeals to you most. 


Decide if you want a super fast and aggressive force, 
an elusive army with plency of firepower, or a grinding 
wall of flesh and steel. Privateer warcasters can support 
these play styles, but each excels at certain strategies. 


Captain PHINNEUS SHAE oil 


Captain Shae can currently only be included in a Talion 

Charter army. An amazingly well rounded warcaster, Shae 

has a fantastic spell list that enhances friendly models’ PY 
mobility and restricts the options of his opponents. 

His abilities make him startlingly resilient and a potent 

melee combatant. Fielding him in your army is also the * 


only way to include the Commodore Cannon Grew. 


SPELLS, Shae’s versatile spell list allows him to 
switch easily from a defensive to an offensive posture 


and to choose his own timing for attacks. 


x 


= Though Storm Rager turns excellent offensive models like Hawk, 
Bradigan, and Shae into unholy terrors with +2 STR, MAT, and ARM, 
‘its ability to deny combined ranged and melee attacks allows higher DEF 
models like Aiyana or MacNaile survive to cross the table with ease, 
% especially if they are screened. 


j 
= Coup de Main affects all friendly models in Shae’s control area. Not 
only does this spell grant both Shae and Sea Dogs an 11” charge, but it also 

» enables Hawk and Jury Rigged Freebooters to charge 12”. 


~~ The Torrent AOE acts like a one-way window by blocking LOS for 
enemy models only, Friendly models can shelter behind the moving AOE, 
‘ Tenain invisible to the enemy, and shoot right through tt. 


~ Scurvy cripples a models not simply by forcing command checks (at —2 
CMD) to move and perform actions, but it also denies the models the 
benefit of orders like shield wall. 


ABILITIES. Shae’s abilities focus on protecting 
~ him and keeping his army in the fight. 


= Using Beat Back on solid targets like warjacks lets Shae move and 
attack more targets. Shae hits the "jack, pushes it back, follows Up, uses 
Swashbuckler to attack every enemy model in his range, then spends a focus 


point to hit the’ jack again, follow up, and repeat the process. 


FEAT. Godspeed can completely reshape a battlefield. 
Though 3” might not sound like much, it can mean 
the difference between having and not having cover, 
LOS, or a charge lane. Between Godspeed and Coup 
de Main, every friendly model in Shae’s control area 
gains an effective SPD+8” charge for one round. 


Montador’s spells and abilities make him and his battlegroup 
very focus efficient. Though only the spell Crow directly 
benefits troops, Montador’s control over warjacks—especially 
ranged warjacks—can support his entire army all the way 
across the field. One of Montador’s greatest assets, however, is 
his choice of employer. Montador will work for every faction 
and any contract that will have him (currently Highborn 
Covenant, Four Star Syndicate, and Talion Charter). 


SPELLS. Most of Montador's spells have obvious 
applications as well as additional effects that make 
them more sophisticated than first reading suggests. 


~ Use Deadweight to destroy models screening a warcaster. As long as you 
destroy the target, you can force the warcaster to forfeit either his movement 
or action. 


- Remember that Montador is in his own battlegroup, so he can benefit 
from Hot Shot. The spell boosts every damage roll from Ace, giving him an 
average of. 22 points of damage to every model hit by the spray. 


~ Casting Crow to grant Terror and Loud (engaged enemy models cannot 
Ig g (engag ; 

ive or receive orders) to Sea Dogs is good. Casting it on Steelheads is better 

since they can engage far more models with their Reach ability. 


- Batten Down the Hatches does more than create ARM 20 Mariners, 
bd , - 

ARM 21 Mules, or ARM 22 Nomads. Lined up, these’ jacks form a wall 
that cannot be moved or knocked down. 


ABILITIES. For Montador, the best 


strategy is always a good offense. 


- Overtake allows Montador to cut through tightly packed models, keep 
himself mobile, and maintain the offensive. 


- The +2 to attack rolls from Montador’s Rouse ability means most 
warjacks can hit reliably without boosting. This bonus applies to all attack 
rolls, however, so Montador can charge an isolated model to make his 
Mariners and Mules effectively RAT 6 on the same turn his Nomads and 
Freebooters are effectively MAT 7 and charging for free. 


FEAT. Typhoon effectively alters how your opponent 
plays his next turn. When models move out of Montador's 
control area to stay on their feet, their attack options 
become limited. Any affected model attempting an 

attack suffers a —3 attack roll penalty for its trouble. 


FIONA THE BLACK 


While Shae and Montador lead from the front and support all 
sorts of models, Fiona is much trickier and focused on troops. 
She benefits tremendously from the inclusion of a unit of Sea 
Dog Cultists chat supply her with additional focus. Though 

she is no slouch in close combat, Fiona's spells really lend 
themselves to a control game where she manipulates the enemy 
into plaving the way she wants. Like Montador, Fiona enjoys 
great leeway in the factions and contracts for which she can 
work, which adds great flexibility to the armies built around her. 


SPELLS, Fiona’s spells almost all have an element of 
benefit for her and detriment for the enemy. Making 
maximum use of both aspects leads to victory. 


- Cast Affliction on any hard target, and then even attacks that 
mathematically cannot hurt it will do one point of damage, One unit of Sea 
Dogs can kill Iron Fangs in shield wall or cost the Butcher of Khardov over 
half bis wounds in a single volley. 


- Use Discord creatively to disrupt your opponent’s plans. Have an enemy 
Necrotech Immobilize a key model to lower its DEF. Force a Machine 
Wraith to attack friendly models and become corporeal. Destroy the models 
behind an Exemplar Seneschal so he cannot use Restoration when you slam 
him into paste. 


- Put Nonokrion Brand on Kell Bailoch to let him shoot through models, 
cap incorporeal wraiths, and cause multiple command checks in combination 
with Sniper. Cast it on models with Reach to let them attack through 
intervening troops. 


- Cast Sigil of Nivara on a Mariner and cluster Cultists around and 
behind it. Now the Cultists (and possibly Fiona too) become DEF 16 
against magic attacks, cannot have enemy upkeep spells on them, and cannot 


be knocked down. 


- Assuming she starts with 8 focus (gaining one from her Cultists), does 
not boost, and always destroys her target, Fiona can cast Soulfire seven times 
in one activation. With Nonokrion Brand cast on herself, Fiona cannot cast 
the spell as often, but she can cast it through intervening models to destroy 
the important targets. 


- Telgesh Mark allows Fiona to cast spells from unexpected directions. With 
Nonokrion Brand on Fiona, she can look through both her army and her 


. sarje ks, warcaste rs, characters, their names and distinctive likenesses, and all related contents are ™ and/or © Privateer Press | AC. 


< 


